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GO HEAD-TO-HEAD, 
WIRELESS! 


With The Nintendo Double Player’ 
at <fo-Head eSystom| From Acclaim. 


Playing ares on the Nintendo Entertainment System” will never be the same 
with Acclair ew DOUBLE PLAYER™ System —the two player set of wire 
less controllers that really d a friend the power to move when 
sae your favorite g especially games with head-to-head, 


a turl a fire slow- see and 
ai nets ae oy fre 30’ away. Get the winnin 
THE HEAD E IRELESS winning edge! 
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N ew Orleans. The Superdome. The biggest game of the year! All 

as close as your local software dealer! That's where you'll find ABC’s 
Monday Night Football"—first in a hot new series of fast-action games 
from Data East MVP Sports:" 


Win the Grand Prize! A trip for four to football’s premier event— 
Super Bowl XXIV. Plus hundreds of other major prizes! You can win $5,000 
in cash, Sony’ entertainment systems or Data East's ABC’s Monday Night 
Football pinball machines! 


It’s simple. Just take this ad to your participating dealer and compare 


the symbol on the game piece below to those on the back of ABC’s Ist Prize: $5,000. 2nd ia: complet entetainment oon at 
H i j featuring big screen TV, ster id t . (2 Winners! 
Monday Night Football package. If they match, you're an instant winner! CE TT Oe ee miere. 


Pinball. (3 Winners!) 4th Prize: ABC's Monday Night Football 20th 
anniversary videocassette featuring the greatest plays from the past 


Ligstetaeet an Oia eae two decades. (1,000 Winners!) 


ABC’s Monday Night Football from raha axa eth re 
: : prize symbols found on specaly marked packages ; ee ee ee (ae (ee ee oe 
Ni the dicated. also obt 
Data East VP Spots. Experience it! | Sisiccraaccceecng || —_N PUCAASE WEDESAY 
Up close and personal. 31 9 Oita Fast Sorts Spe aks Rue 0. BoxetssGeneron, | Ifthe prize symbol shown here exactly matches one of the prize 
More action, more color at 7. am pursmecigene y  Symbo's found on specially marked packages of Data East MVP Sports 
i piece with your signature and your name, complete adress and pone wn- I ABC's Monday Night Football Games, you win the prize indicated. 
and more fun. The GSMMMEPMMNRI ce Secs onc Sx Sarr on 708. wong cn int 
& = claims must be received by January 10,1990. Any official game piece or package | Ifyou are a prize winner, claim your prize by filling in the information 
sights and sounds of SI mie) 2c moet tim se Leland sending via cfd or eitered maby January 10, 


ABC’s Mond: ay Ni ght Sram onal mates. aimed pis wil be “warded in a Second Chance | 1990, to Data East MVP Sports Sweepstakes Winner, PO. Box 8456, 


at | Beaverton, OR 97076. 
Football. See il to Data East MVP Sports Second Chance Sweepstakes, , 
3 (0R 97076. Second Chance Sweepstakes entries must be mailed separately and | 


. : received by danvary 10,1990 thee are any unclaimed prizes, Second Chance 
Available for - wines wil be randoy drawn on January 15,1990, by ACS Marketing Services, | Name 
nc, an independent judging organization whose decisions are final. Odds of winning 


the IBM” PC, /compatibles, = ‘Second Chance Drawing depend on the number of unclaimed prizes and valid 


entries received. Not responsible for lost, late, misdirected, incomplete or illegible Address 

d th ¢ id 64° ‘entries. Winners will be notified by mail. One Grand Prize winner will receive a trip ] 
an e ommo ore a for four to Super Bow! XXIV in New Orleans. Trip includes round trip coach airfare 
(or reasonable ground transportation if applicable), three nights lodging, tickets for Ci Stal Zi 
{our tothe Super Bow! XXIV game, transfers to and from the game, pre-game brunch | City te Ip 
and $500 cash for expenses, approximate retail value (based on furthest point of 
departure) $8,500. One First Prize winner will receive $5,000 in cash. Two Second 
Prize winners wil each receive @ Sony Enertainment Cente, approximate etal y Telephone 
value $3,500 each. Three Third Prize winners will receive a Data East ABC's Monday i] 
Night Football Pinball game, approximate retail value $3,000 each. 1,000 Fourth 
Prize winners wil each reeive an ABC Sports Monday Night Football 20th Anniversary . 
Commemorative video, approximate retail value $20 each. Total approximaté retail Signature ; 
value o al pies $49,500, Odds of winning instant are: Grand Prize—1:2000,000, | prize symbol 


First Prize—1:2,000,000, Second Prize~":1,000,000, Third Prize—1:666,687, Fourth 
Prize—12,000, Sweepstakes open to residents of the US. except employees and | 
families of Data East USA, Inc, its affiliates, subsidiaries, advertising and promotion 
agencies and printers. All prizes will be awarded. Limit one prize per family/house- | 
hold. No substitutions or cash equivalents. Taxes are responsibilty of winners. Sweep- 


Puente oriauns Ee eee BEC Spot ie siakes vid whete pote, axed or este, Wines may be requed to son J 
+ Sony isa registered trademark of Sony Corporation. affidavit of egbilty and pubicty and travel releases. To obtain an official winners 
+ IBMs a registered trademark of Intraoral Business Machines. Is, snd a staed, sel-asessed envelope by March 1, 990 oD East MVP. 
* Commodore 64 i a registered trademark of Commodore Business Machines, id Sports Sweepstakes Winner List, PO. Box 8460, Beaverton, OR 97076, 


* Super Bow! is a registered trademark of the National Football League. 


| See Official Rules for details. © Copyright 1989, Data East USA, Inc. 
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As we enter the 1990s, it’s interesting to recall two 
important events that happened back in 1977. Both 
events continue to shape the world of electronic en- 
tertainment 13 years later. 

One event was the birth of the personal computer 
revolution. Within a few months of each other, Apple, 
Commodore, and Tandy introduced the first ready- 
to-run (as opposed to kit-built) personal computers. 
This revolution was years in the making, and it got off 
to a shaky start. Critics kept asking, “What’s a home 
computer good for?” 

There were dozens of answers, but it soon became 
clear that one answer was entertainment. Computers 
opened up a whole new world of games and diver- 
sions. Whether they played the role of opponent or 
referee, computers created new classes of games that 
just weren’t practical (or in some cases possible) be- 
fore. 

Meanwhile, something else happened in 1977: A 
fledgling company named Atari introduced a home 
videogame machine called the Atari 2600 VCS (Video 
Computer System). 

The Atari VCS was indeed revolutionary. It was 
the first console designed to accept a wide variety of 
plug-in game cartridges. Previously, home video- 
games were dedicated machines limited to playing 
one, ora few, built-in games. With the VCS, you could 
play anything from video tennis to Space Invaders to 
chess merely by swapping cartridges. This innova- 
tion, which seems so obvious today, completely trans- 
formed what until then was a faddish gadget. The 
VCS became a versatile entertainment appliance not 
unlike a turntable or tape player, and it spawned a 
whole new industry of game software. 


It also created a split in the electronic entertain- 
ment market. Millions of people bought the VCS 
because the games were fun to play and the VCS was 
easy to use (just plug in a cartridge). But other people 
argued that computers, not game machines, were the 
wave of the future. They envisioned the computer as 
an “electronic hearth” around which the family would 
gather for entertainment, education, and enrichment. 

In the early 1980s Commodore reunited the mar- 
ket by introducing the VIC-20 and Commodore 64, 
two low-priced computers that could easily outper- 
form the VCS. Commodore's sales pitch: Why buy a 
simple game machine when, for just a little more, you 
could have something that played better games and 
was a real computer, too? 

This idea made sense, and it was successful — for 
awhile. Game machines like the VCS, Colecovision, 
and Mattel Intellivision either died altogether or faded 
into obscurity. Computers dominated the game 
market, and it looked as though game consoles had 
been just an evolutionary stepping stone. 

But in 1985, the market split again. Nintendo and 
Sega reintroduced the concept of the home video- 
game system, and now they’ve got the computers on 
therun. In less than five years, computers have slipped 
from the leading electronic game format to a fraction 
of the market. 

There are two theories about all this, and even the 
industry experts who are betting their companies on 
the outcome can’t agree. One theory is that game 
machines are a fad, and will soon go away again. The 
other theory is that the newer game machines have 
made the split permanent. From now on, there will 
always be game machines dedicated to entertain- 
ment, and computers for more businesslike tasks. 

The first theory has history on its side (albeit a 
brief history). Game machines could be headed for 
another downturn, though probably the dip would 
not be as deep. 

But the second theory has merit, too. For one 
thing, game machines don’t face any real competition 
anymore, as they did during the heyday of the VIC 
and 64. Today, nobody is making low-priced comput- 
ers that can outperform the best game machines, and 
it seems that nobody wants to. 

So who’s right? The best part of this story is yet to 
come, because the final outcome is up to all of us who 
love electronic games (in whatever guise). 


Tom R. Halfhill, 
Editor-in-Chief 
SP 
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TurboGrafx"-(D Game Interface and 
Compact Disc Player 

Brings CD sound ond an even 
higher level of gameplay to 
the TurboGrofx-16 system—with 
more characters, more levels, 
and more challenge. Also plays 


regular audio and the new 
CD graphics (CD + 6) discs. 


Turbolap” Multi-Controller Adapter 
Now up to five friends 

can play specially selected games 

at once. Compete in head- 

to-head action or work together 

towards victory. 


Tons of Arcade-Quality Games. 
Packed with high-energy ac- 
tion, our TurboChip* game cards 
bring you some of the best arcade- 
quolity titles around. Adven- 
ture games like The Legendary Axe 
Action games like Vigilante” 
and China Warrioc* 
Racing games like hard- 4 
driving Victory Run And, when 
you're ready, you can even 
expand your system to play 
TurboGrafx-CD games, for 
even more excitement—with 


more characters and levels, 
real voices, CD music, anima- 
tion, and more. 


1989 NEC Hore Electronics (USA) In 
“tetrts16° “lxbohip®“hxbofod”“xboBooste”“hxbo Stick” “boop” 
*vitry Run The Legendary Axe” “Vigilante” ond “China Wer” or trademarks of NEC Home Electronics (USA) nc 


NEC 


TurboBooster* Audio-Video Enhancer 
Working with your stereo TV 

or mono TV ond stereo audio 
equipment, TurboBoosters special 
Whe re pre-amp function gives your 
gome full stereo sound and 
sharper, clearer graphics through 
direct video input. 


the system 
gets its 
energy. 


The TurboGrafx"16 system 
has many high-energy 
components and accessories 
that not only let you 
enjoy an amazing level of 
excitement now, but 

also let you expand your 
system in the future. 


TurboGrafx":16 Entertainment 
SuperSystem 

The heart of the incredible 
TurboGrafx-16 system. With o 
custom 16-bit graphics processor 
that delivers an amazing 
512 colors, a CPU that's four 
times faster and six stereo sound 


TurboPad" Controller 
Specially designed to help you generators 

control the amazing energy 

of the TurboGrafx-16 system, its 

precise and fost, with three 


levels of “turbo” fire. 


TurboStick" High-Performance 
Controller 

Lets you aim better and move 
quicker than you thought possi- 
ble! Variable speed “turbo” fire 
gives you high-energy action—up 
to 16 shots per second. Or you 
can go into slow motion! 


™ 


The higher energy video game system. 
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Are You READ 


To STEP 


INTO INDY’S SHOES? 


Move larger-than-life exploits from the 
movie screen to the computer screen, and the 
results are often small potatoes. 

Not so with /ndiana Jones and the Last 

Crusade.” Games that capture the 
L action, excitement, and special 
f effects of the greatest 
é Indy movie of 
them all. And 
Y Indy the game 
character has all 
the style, wit, and 
resourcefulness that 
make the big lug so 
lovable in the movie. 


Too much for 
one game. 
One game cantt do Indy 
justice. So we designed two very 
different game experiences: 
Indy the Action Game, 
and Indy the Graphic 
Adventure. 

And in both 
cases, it seems that 


Action game available for Commodore 64, IBM, Atari ST and Amiga, Graphic Adventure available for IBM (includes AdLib™ 


sound card support), Amiga, and Atari ST. 


TM and © 1989 Lucasfilm Ltd. All rights reserved. Lucasfilm Games, Indy, and Indiana Jones and the Last Crusade are 
trademarks of Lucasfilm Ltd. IBM is a trademark of International Business Machines, Inc. Commodore 64 is a trademark of 
Commodore Electronics, Ltd. Amiga is a trademark of Commodore/Amiga Inc. Atari and ST are trademarks of Atari Corp. 


AdLib is a trademark of AdLib, Inc. 


Nazi Germany has just declared war on the 
Jones boys. 


Red hot, slam-bam action. 

Indy the Action Game delivers classic 
arcade thrills on a hell-bent chase for the great- 
est treasure in history—the Holy Grail. As 
Indy, you'll use your whip, your fists, and 
your wits. Escaping grave-robbing cutthroats. 
Pulverizing Gestapo goons. And surviving 
the lethal trials of the Grail Temple itself. 


How’s your 1.Q.? 
In Indy the Graphic 

Adventure, you'll find out 
if you can keep up with the 
guy with the whip and the 
hat. Maybe you'll make the 
same decisions Indy made 
in the movie. Or score 
higher I.Q (Indy Quotient) 
points by finding subtle or 
ingenious alternatives. All 
the while exploring a stun- 
ning world of sights, 
sounds and characters— 


RS 


many of which you didnt see in the film. 

Use Lucasfilm’s acclaimed—and 
enhanced—point nr’ click interface to toss off a 
sarcastic one-liner, sweet talk your way out of 
a tight squeeze, or just haul off and slug the 
sucker, And thumb through Henry Jones’ 


Knocking Nazis off precarious 
Zeppelin catwalks is all in a days 
work in Indy the Action Game. 


Tarton, 


The trail to the Grail is strewn with 
rats, skeletons, and much, much worse 
in Indy the Graphic Adventure. 


64-page Grail Diary for precious and fasci- 
nating clues. 


We made a spectacle of ourselves. 

Both games bring you the great graphics, 
exciting camera angles, and stirring sound 
tracks that made the Indiana Jones films 
So special. 

Of course, our development team had 
the advantage of working with the people who 
made the movie. And that’s how we made sure 
that when you step into Indy’ shoes, your feet 
are planted firmly in the fire. 


[UCAS 
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The Heat Is On 
In Metal Gear 


I just bought Metal Gear and I 
love it. I only have one problem. 
I can’t get by the heat panels in- 
side building 1, third floor. It 
seems I have to get by them to get 
card number 2. I also want to 
know how many prisoners you 
have to save to geta two-star rank. 


Nick 
Ontario, Canada 


Before you can get by the heat panels, 
you should have a remote control 
missile. When you enter the room, 
steer a missile to hit the control box 
you'll see on one of the walls. If you 
can’t find a missile, or if you can’t hit 
the box, try going into the roomas fast 
as you can, eating a ration halfway 
through, then continuing on. 

The number of prisoners you need 
to save depends on how many lives 
you lose, so we can’t tell you an exact 
number. But if you find all the prison- 
ers in building 1, you should achieve 
a two-star rank. 


Beating Medusa 


In Phantasy Star 


Ihave a Sega Master System, and 
one of my all-time favorite games 
is Phantasy Star. But I can’t beat 
Medusa. I have tried every spell 
and item, but she just turns every 
one of my guys to stone. How do 
I beat her? 


Clint Mosso 
California 


Do you have any questions about 
your favorite v eogames or 
computer games? Or do you have 
any hints and tips to share with 
your fellow game playe 
write to The Tip Sheet, Game Pla 
P.O. Box 29364, Greensboro, NC 
27429. Due to the volume of mail 
wereceive, we regret that we cannot 
reply vidually by mail to game 
questions. 


There are two ways to defeat Medusa. 
First, you can build up your party’s 
experience, weapons, and armor until 
you're powerful enough to defeat her 
with just one person remaining. Then 
just revive everyone in the church. 

But the easiest way is to find the 
mirror shield on Motavia. It’s located 
on a small island in the middle of a 
lake. Use the hovercraft and the land 
rover to get to the island, then search 
until you find the shield buried in the 
ground. However, the shield will be 
there only if you've talked to the man 
in the town surrounded by poison 
mists. 


Stuck In 


Simon’s Quest 


My family has recently purchased 
Castlevania II:Simon’s Quest,and 


we have the blue crystal, the rib 
bone, the holy water, the daggers, 
and the silk bag. We have ven- 
tured as far left and as far right as 
possible. What now? We’ve been 
stumped for a couple of weeks. 


The Bogaerts 
Tennessee 


It’s difficult to tell you exactly what 
to do since you didn’t list the places 
you've been. But here are a couple of 
things to try. 

First, go to Camilla Cemetery and 
leave garlic by a grave. You'll receive 
asilver knife. Once you have the knife, 
go to Yuba Lake and kneel at the 
water's edge while holding the blue 
crystal and the knife. A passageway 
under the water will appear, and it 
leads to Rover Mansion. 

You might also be stuck in the Jam 
Wasteland. If so, you should earn the 
red crystal, then take both the crystal 
and the silver knife to Deborah Cliff. 
When you kneel, a tornado will carry 
you to Bodley Mansion. 

For more hints, see our complete 
map to Castlevania II in Game 
Player's Vol. 1, No. 2. Good luck! 


Murder By The 


Orient Express 


In Sega’s Pro Wrestling, if you are 
the Orient Express and you see 
your opponent running to jump 
out of the ring, head for the turn- 
buckle. At the moment he jumps 
out, push up on the turnbuckle. 
The screen view will shift out- 
side the ring. Your wrestler will 
be on the top post outside the 
ring. You can only do this once 
per match. 

continued on page 12 
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INTRODUCING 


Arcade 
Levels: 


Round I: You fight through the Round 2. You enter Turtle 
forest to start your journey Village and face axe wielding 
to the castle of the evil amazon women and fire 
Death Adder. breathing dragons. 


Round 3. You cross the hard Round 4. Crossing the Bridge Round 5. Past the eye of the 
back of the turtle as he swims of Fear, you throw enemies eagle, you battle your way 
toward your destination and screaming to their death. closer to the dreaded inner 
face fearsome knights. sanctum. 

New 

Levels: 


pear 
Round 6. Your magic earthquakes — Round 7 Now at the evil Death 
sprout mystically from the Adder’s castle, you must leap 
ground, blasting your enemies. across the chasm to face killer 


skeletons. 


Altered Beast” The Revenge 
Of Shinobi” 


= 


Last Battle” Arnold Paimer Truxton® Ghouls ’n Ghosts” 
Tournament Golf” 


Altered Beast!” the Sega” arcade hit, comes with the Genesis system. TeleGenesis” Modem, Power Base Converter™ and other games sold separately. Sega and Genesis are registered trademarks of Sega of America, 
Inc. Ghouls 'n Ghosts and Forgotten Worlds are licensed trademarks of Capcom, Inc. Rambo Ill is a registered trademark of Carolco International N.V. Thunder Force ll is a trademark of Techno Soft. Zoom! is a 
trademark of Discovery Software International, Inc. Truxton is a copyright of Toaplan Co., Ltd. Power Base Converter, TeleGenesis and all other game titles are trademarks of Sega of America, Inc 


World _ 
Championship 
Soccer” 


GOLDEN AXE. 


The best home video game system just got better. With 
the introduction of Golden Axe. Because not only does Genesis’ 
bring you the same blockbuster gameplay found in the arcade, 
we've added two more levels you cant find anywhere else. 

Why? Because Genesis means more than the real Sega’ arcade 
classics like Super Hang-On; Space Harrier II “and Super Thunder 
Blade’ Or even todays blockbuster hits like Ghouls 'n Ghosts, 
The Revenge of Shinobi” and Truxton. It means hits you cant 
find in the arcades. 

Sports hits like Tommy Lasorda Baseball” and Arnold Palmer 
Tournament Golf.” And action games like Last Battle’ and 
Thunder Force Il.” This is just the beginning. With the Power Base 
Converter,” you can play all the great Sega Master System’ games. 
And soon you'll be able to play against friends across town or in 
other cities with the TeleGenesis games and modem. 

Genesis. A new dimension in gameplay. With high definition 
graphics and stereo sound. Of course, it could only come to you 

from the master of arcade entertainment. Sega. 


SPRINTER SST Py ‘ 


Thunder Force Ii” Forgotten Tommy Lasorda 
Worlds” Baseball” 


YOUR WORLD WILL NEVER BE THE SAME. 


TeleGenesis Modem and Games: These products are planned for future availability, and are sold separately, Each player needs a Genesis console, TeleGenesis modem and TeleGenesis game cartridge to play 


© 1989 Sega of America, Inc, P.O. Box 2167, South San Francisco, CA 94080. 


continued from page 8 

Also, in Origin’s Ultima IV, 
you can amass a fortune by get- 
ting the mystic armor for your 
crew (Empath Abbey) and then 
selling it. Then go back and get it 
again. You now have a steady 
source of income. 


James Dehorenzi 
Ontario, Canada 


Thanks for the tips! We've already 
tried your hint for Pro Wrestling. It 
works great! 


Airline Safety 


In Zak McKracken | 


I’m in desperate need of help in 
Zak McKracken and the Alien 
Mindbenders. On the airplane to 
Seattle, the stewardess will not 
let me search the overhead bins 
or the empty seat in front of mine. 
Also, what is my mother’s 
phone number? She always calls 
and says to call her back. Is it 
supposed to be funny? Or does 
she need to tell me something? 


Samuel McIntosh 
New Mexico 


That stewardess isn’t a credit to the 
friendly skies, is she? The only chance 
you'll get to check the overhead bins is 
if the stewardess is distracted by a 
problem elsewhere on the plane. There 
are two ways to create such a distrac- 
tion. One way is to enter the restroom 
and stop up the sink. When you press 
the call button, the stewardess will 
have to go clean up the mess. While 
she’s gone, start your search. The item 
you need is in the last bin you open, so 
you may have to return to the restroom 


more than once. 


Once you've searched the over- 
head bins, you still have to check the 
seat in front of you. The timing for this 
move is a little more tricky. While the 
stewardess is at the back of the cabin, 
pop your egg into the microwave and 
switch the oven on. There's another 
mess for her to clean up. And remem- 
ber, your seat cushion may be used as 
a flotation device. 

The only party you can callon the 
phone is the telephone company. You 
can read their number on the pay 
phone in their office. 


Adapters For 
Japanese 


Nintendo 
Cartridges 


I was reading “The Tip Sheet” 
[Game Player's Vol.1, No.3] when 
I came across the advice you gave 
someone that the Japanese ver- 
sion of Super Mario Bros. 3 can’t 
work on our Nintendo systems in 
the U.S. I then told my kids to 
stop playing our copy of Super 
Mario Bros. 3. Wiser people than 
me say it can’t be done. 

Inall seriousness, Super Mario 
Bros. 3 can work on our system 


provided you have an adapter. 
The adapter I bought is made by 
Honeybee. It fits on Oriental Nin- 
tendo games and makes them the 
same size as ours. I bought mine 
in Hong Kong. A local merchant 
said it would work with “no prob- 
lem,” but [had my doubts. I got it 
home, plugged it in, and have 
been enjoying the game ever 
since. 

Even though the instructions 
were in Japanese, it didn’t stop 
my kids and their friends from 
figuring things out pretty fast. 
Needless to say, when I take my 
next trip to the Orient, I have a lot 
of orders. 


Gerald R. Bockenek 
Illinois 


We're aware of these adapters, and 
we've used them ourselves when test- 
ing prerelease versions of games that 
haven't yet been converted for U.S. 
Nintendo systems. However, we hesi- 
tate to recommend to our readers a 
product that’s nearly impossible to 
find, and the Honeybee adapter is al- 
most unobtainable in the U.S. For 
various reasons, it’s unlikely that the 
Honeybee (and similar adapters) will 
ever be widely distributed in this 
country. Several readers report that 
the adapters are easier to find in parts 
of Canada, though. 

There's another problem, too. Not 
all Nintendo cartridges sold in the Far 
East are created equal. A Super Mario 
Bros. 3 cartridge we obtained from 
Singapore does not work on either the 
U.S. Nintendo Entertainment Sys- 
tem or on our Famicom (Japanese 
Nintendo system). The Honeybee 
adapter won't help if you have one of 
these cartridges. ep 
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Freedom for parents. 


Freedom Stick" is the wireless remote joystick. 


Which means no more tripping over unsightly 
wires. 

No more yanking the receiver (and everything 
near it) off the TV set in the heat of the action. 

No more rearranging the furniture because the 
wires just won't reach. 

No more sitting with your nose glued to the 
screen. Which means less eyestrain. 

And that amounts to a lot more freedom from 
worry. For parents. 


Freedom for kids. 
With Freedom Stick, you get the feel of an 


Freedom Stick 
will set you free. 


= NO es 
WIRES 


arcade joystick. In fact, Jeff Peters, a member 
of the U.S. National Video 
Team says, “It'll improve your 
performance and score.” 

Freedom Stick could give 
you the freedom to get your 
best score ever. 

In fact Freedom Stick could mean a lot more 
freedom for everyone. 


Player's 
Seal of 
Approval 


Camerica Limited, 230 5th Avenue, New York, NY. 10001 


GAME BOY HITS ITS STRIDE 


Should your plans for a cozy winter evening by the 
fire include cuddling up with a Game Boy, you’re in 
luck. There are three new games available for the 
hand-held machine, and each is great fun. 

The new games — Shanghai, Revenge of the Gator, 
and Kwirk: The Chilled Tomato — make the most of the 


Game Boy’s capabilities. These games rely on en- 
grossing game play, not graphics. All three are true 
time killers, so don’t be surprised if you’ve wiled 
away several hours before you can bring yourself to 
turn off your Game Boy. 


Modern Technology, Ancient Game 


The Chinese game of mahjongg is 2500 years old, but 
it’s as entertaining today as it was in ancient times. 
The game looks deceptively simple: 144 tiles are 
randomly arranged in a formation (called the 
“dragon”) that is stacked in several layers at the 
center and slopes outward to forma single layer at the 
edges. 

The object is to remove all the tiles, two at a time, 
by matching pairs of tiles with identical markings. 
But you can only match tiles that are untouched by 
another tile on either the left side or the right side, and 
that aren’tresting beneath an upper tile. There! You’ve 
learned to play the game. But the concentration and 
strategy it takes to remove all 144 tiles isn’t as simple. 

Every dragon is different, and one move can 
drastically change the outcome of a game. If you want 
to replay a tough game, Shanghai lets you reconstruct 


Shanghai is a 
version of the 
ancient Chinese 
game mahjongg. 
The object is to 
remove all these 
tiles from the 
board. 
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a certain dragon by entering a three-letter identifica- 
tion code. Another option highlights matching tiles 
you might have missed. 

Shanghai doesn’t quite squeeze the whole dragon 
onto the tiny Game Boy screen, so you must scroll 
from left to right until the few tiles at the far edges of 
the formation are removed. 

You can play Shanghai using tiles marked with the 
original Chinese suits, but the game is much easier 
using the alternate tiles, which are boldly labeled with 
the English alphabet, numbers, and a few common 
symbols. When reduced to Game Boy size, the com- 
plex Chinese markings turn into black squiggles that 
are difficult to distinguish, especially if you’ve never 
played the game before. 


If you ne iOUEIS aaingucaing the 
authentic Chinese markings on the tiles, 
select the alternate tile set. 


continued on page 18... 


The evil Wizard Malkil is Te cca nat 


tals: Earth, Wind, Fire 


and Water. As Kuros, the 


dark domains—pur- 
sued by armies of 

4 vile creatures. To 
emerge victorious, 
assemble the shat- 
. And face what no 


ENTERTAINMENT SYSTEM 


Kuros,* Wizards & Warriors," IronSword™, Acclaim™ and Masters of the Game™ are trademarks of Acclaim Entertainment, Inc. Wizards & Warriors”” and IronSword”™ © 4987, ee 
vie Yt He conan to weelolin Entertainment, inc. by Rare Coin It, Inc. Nintendo? and Nintendo Entertainment System* are trademarks of Nintendo of America Inc. © 1989 
claim Entertainment. inc. 


VIDEO OR COMPUTER 
GAME PLAYER! 


— Gaming news from around the world — the latest Japanese 
crazes, hi-techjoysticks, previews of next-generation 16-bit game 
machines. 

Bf The best writers and columnists in the business 

B Reviews of the latest hit games for Nintendo, Sega, Atari, PC, 
Commodore 64, Amiga, and Macintosh — even arcade hits. 

Bf In-depth features — games thoroughly examined with page 
after page of full-color maps, strategy hints and tips, and screen 
shots. 

Bf The Hot 100 — mini-reviews of 100 of the most popular games. 

Bf The best free public domain games, and how to get them. 

B And much, much more! 


HE MAGAZINE FOR EVERY 


Each issue is filled with color and packed with solid information, 
hundreds of hints and tips, game descriptions, even maps and 
complete solutions to complicated games! 


NINTENDO GAME 


““ RAONTH 


In feudal Japan, one ninjas adhered to a rigid 
image struck fear into code of honor modeled 
people unlike anything after Bushido, the way of 
else — that of a man clad the samurai warriors. “An 
in black from head to toe. eye for an eye” defined 
The ninjas were highly their way of life. 

skilled fighters who In Ninja Gaiden, the 
wielded small arsenals of Hayabusa clan’is one of 
secret weapons and de- the last remaining vestiges 
vices. Often, they offered of the golden era of 

their deadly services to Ninjitsu. Its elder, Hay- 
feuding warlords, who abusa Ken, has just been 
were constantly locked killed in a duel. Ken’s son, 
in a struggle for su- Ryu, after reading a 
premacy. The letter left to him by his 
cloak-and-dagger father, embarks on a 


Journey to America 
to find out what re- 


Ni j N J A ally happened. 


‘and Napoleon } 
‘at Waterlo. The board games con- 
sist of a battlefield map divided 
into a grid of hexagons. Armies 
are represented by small card- 


board markers which are moved 
around the map from hexagon to 


format of hexagons and square 
markers when it adapted these 
board games tocomputers. Unfor 
tunately, the games lost a lot in the 
translation, mainly becauseof poor 
graphics. Looking ata full-color, 3 
x2 foot map spread out on table 
‘was appealing, squinting at a iny 
part of that map on a low-resoht- 
thon computer screen was not 
Furthermore, important de- 
tails were lost. A lot can be going 
con within each heaagon of a war 


ing hand to build more atraxhve 
graphics nto their games. The 20 
most recent companies to upgrade 
theirgaphicsaretniocomGdiv- “7 fo" tS sss 
sion of Vsbagemic) and Strategic 


game. One, two, or even three 
~  markersmightbethere,along with 
{information about terrain, sight 
Ing, and so forth. The four prede- 
termined colors available with 
CGA graphics limited things sig: 
nificantly, as did the difficulty of 
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GUIDES TO PC AND 
NINTENDO'GAMES! 


All the new games reviewed by experts! 

Pages and pages bursting with full-color screen shots! 
All the newest, hottest games! 

Hundred of insider tips, techniques, and special hints! 
Learn how to improve your scores! 


MN) THE GAME PLAYER'S 


Whether you're a Nintendo fan or a PC player, with the excit- 
ing GAME PLAYER'S GUIDES, you'll see the important game 
screens in full color, learn about the characters, the different 
levels, how the game plays. Then, when you're ready to buy 
your next game—you'll know what's hot and what's not! 


FOR THE GREATEST SAVINGS, CHOOSE A GAME PLAYER'S 


COMBO SUBSCRIPTION—Iwo Great Magazines at the Super- 
Saver Rate of up to 56% off! 


field, but it does encom- 
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ord some pacia alee — 
Sa ee conage Hie Ni rea 


REVEALED ! 


CLASH AT DEMONHEAD 
DRAGON WARRIOR 

FESTER'S QUEST 
SHADOWGATE 


the two-player video 
really shows off the game's full 
potential 


AD F 
7EC SRA TOGY 


SUPER STRATEGY 


(especially when heard through ST one Breakout, largely bectute the 
> : 


‘The the tiny LCD screen —- especially 
Game Boy's tiny LCD screen can- Th 
not, of o play the entire 


Nintendo? Super MarioLand — 
covered i issue. 


yas a favorite pair of 


Tennis, for example, works 
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OF BRITAIN 
STEEL THUNDER 


is Check one of the fantastic CHALLENGE 


COMBO OFFERS on the card, 
and you get BOTH GAME 
PLAYER'S MAGAZINE plus your 
choice of the NINTENDO 
GUIDES or the PC GUIDES at 
up to 56% off the regular 
newsstand prices! 


Nintendo is a registered trademark of 
Nintendo of America Inc 


Signal Research 
Publications are not 
affiliated with 
Nintendo of America 
in any way. 
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Pinball Keeps Rolling Along 


It sounds like anew monster movie, but Revenge of the 
Gator is actually a detailed pinball game. Take all the 
flippers, bumpers, and bonus points of the best pin- 
ball simulations, shrink them to Tom Thumb size, 
and you've got Gator. 


bonus round. 


Screen3 on Revenge of the Gator’s pinball 
board. If you can match the three blocks 
inthe center, stoppers willtemporarily block 


all the exits. 


Screen 4 in Revenge of 
the Gator can be reach- 
edonly fromscreen3ora 


The entire pinball machine is four screens high. 
When you launch your pinball, it shoots only three 
screens high, but you can reach the fourth area from 
either the third screen or from a bonus round. There 
are three different bonuses in Gator, each with 
a separate screen. 

By hitting certain items scattered around 
the board, you can increase the effect of grav- 
ity, make stoppers appear and flippers disap- 
pear, reverse the players’ scores, return the 
ball to the shooter lane, or warp your pinball 
to a different area. 

The Game Boy’s liquid-crystal display 
(LCD) screen causes a minor persistence 
problem that blurs the pinball as you try to 
follow its movement. But once you get used to 
it, Revenge of the Gator is a delight for solo 
players and competitors alike. 


Chill Out With A Hip Tomato 


Fans of a Nintendo game called The Adventures of Lolo 
should be interested in Kwirk: The Chilled Tomato. The 
walking tomato is trapped in room after room of 
blocks, walls, holes, and turnstiles. His goal — simple 
enough — is to reach the exit. Easier said than done. 

There are two ways to play Kwirk. In the first 
game, “Going Up?,” you move Kwirk through differ- 
ent rooms until you complete a floor, then advance to 
the next level. In “Heading Out,” the clock is ticking 
as you go through a certain number of connected 
rooms. Two players can hook their Game Boys to- 
gether with a video link cable to compete in “Heading 
Out.” 

Prepare for some good-humored frustration as 
you try to maneuver blocks into holes or wiggle 
through a line of turnstiles. Getting through some of 
these rooms is like working a jigsaw puzzle with 
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several pieces missing. You may be tearing your hair 
out...but you'll always want to try just one more 
room. 


part of 
Kwirk: The Chilled Tomato, 
you work your way upward 
by completing levels of 
puzzle rooms. 


Out” part of 
Kwirk, you can choose the 
number of rooms (up to 99) 
you want placed along the 
tunnel. 
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Pi Be 


Lots of little bumps that take their 
toll. Chassis damage adds up quickly. 


Looks easy enough. The ramp isn’t 
too big. But everyone wants to clear 
it full speed. They end up kissing 
dirt 100 feet down. 


Speed control is the name of the 
game — not too fast, not too slow. 
You'll have to clear four chasms, 
one after the other. 


Build up speed for that ramp, but be 
ready for the landing. It'll rattle your 
molars. Your chassis can fall apart 
quickly on this one. 


They're the meanest speedways ever designed. Like 
rollercoasters from Hell, they twist and climb 
through empty space without tracks to guide your 
wheels. Or guard rails to save your neck. In some 
sections, they don’t even have roadway to carry 
your weight. 

Your super-charged car is like a plane without 
wings. You have only momentum — the perfect 
combination of speed and steering — to carry you 
safely across gaping holes in the track. Airborne, 


Clearing the ramp is easy. Making it 
over that monstrosity in the middle is 
another story. 


The ride is silky smooth until you hit 
that slight dip in the road — all 500 
feet of it. 


For elite racers only. Handle this 
course right, and you're a legend. 
One small mistake, you're in orbit. 


This one moves. Catching the 
drawbridge at the right angle requires 
perfect timing. Better get it right. 
Second chances are for the living. 


you hold on, only hoping that all four tires find 
the track again — and that the jolt won’t be too 
much for you and your car to handle. 


Fast-scrolling screens are so vivid they do 
everything but blow wind in your face. When the 
track rises and drops sharply away, the illusion of 
weightlessness runs straight to your gut. On hairpin 
turns, you'll find yourself leaning in your chair. 
The Eight Wonders of the Racing World. No 
wonder you can’t wait to ride them. 


Earn Great Prizes In The “Go For The Gold” Frequent Buyers Club! 
(Details Inside Every Specially Marked MicroPlay Game Box) 


— 


GETTING THE MOST 


FROM THE U-FORCE AND POWER GLOVE 


Mattel’s Power Glove and 
Broderbund’s U-Force 
have been getting a lot of 
attention lately. They’re 
different from other con- 
trollers and from each 
other. Both of these unique, 
high-tech devices take 
some time and patience to 
master. 

One important differ- 
ence between the Power 
Glove and U-Force and 
other controllers is that they 
can be programmed — by 
changing the settings, you 
can change the way they 
work with different types 
of games. The Power Glove 
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Mattel’s Power Glove. 


has a number pad and a 
program button, and the U- 
Force has special switches. 
You don’t have to change 
the settings to start playing 
with each controller, but 
you'll have more fun if you 
take some time to really 
learn how they work. 
Keep in mind that these 
controllers won’t necessar- 
ily get you higher scores. 
Instead, they're designed to 
give you totally new ways 
to have fun with Nintendo 
games, so don’t be discour- 
aged if your scores don’t 
immediately shoot to the 
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Selby Bateman 


Broderbund’s U-Force. 


Sam's trying to keep his head. 
Literally. But in Sword of the 
Samurai, he’s up to his neck. 
in trouble. 

‘As an ambitious young 
Samurai, you struggle to move 
up the military and social 
ladder in 46th Century Japan. 
Defending your honor is crucial 


to achieving your 
ultimate goal: to 
become Shogun, 
ruler of the realm! 
But every step of the 
Way, you'll be opposed 
by ambitious enemy 
Samurai,each of whom 
employs a different 
scheme to deceive and 
destroy you. 

To survive, you'll 
need your wits as well 
as your weapons. You 
must outsmart clever 
political rivals who smile 
to your face, then work 
behind your back to 
blacken your reputation, 
kidnap your family or raise 
armies against you. 


After class, 


a Ninja, 


defend his honor, 
become Shogun 


f she 


The action is fast and 
furious as you take on multiple 
warriors in darkened castles 
and remote villages. You'll 
also defend your honor one-on- 
one, using authentic Samurai 
swordplay against skilled 
opponents. 

Sword of the Samurai has 
starting options for new players 
and four skill levels. A unique 


system of menus and text 
windows will guide you in 
travel and bring each adven- 
ture to life. There’s even a 
detailed political map to show 
you different provinces, each 
ruled by its own warlord. 

All with authentic Japanese 
graphics and music, the 
smoothest animation, as well 
as the quick thinking and 
heart-racing action you've 
come to expect from 
MicroProse. 

Remember, in Sword of the 
Samurai, there’s more than 
your life at stake. There’s your 
honor. So draw your sword 
and sharpen your wits! 

Just for fun. 


Watch for ‘The Major’s Mission” contest coming to your favorite retailer November I! 


Can't find SWORD OF THE SAMURAI? Call (301) 771-1151 x208, weekdays 8:30 am to 5:30 pm Eastern Time and order by MC/Visa/AmEx; or mail check/ 
money order for $54.95 (specify disk size). Free shipping in U.S. $5.00 international. U.S. funds only. MD residents add 5% sales tax. MicroProse 
Software, Inc.; 180 Lakefront drive, Hunt Valley, MD 21030. For /BM-PC/XT/AT/PS2/Tandy/Compatibles. Requires 384k RAM. Supports MCGA/VGA, EGA, 


CGA and Hercules graphics. 


© 1989, MicroProse Software, Inc. 
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PLAYERS 


GETTING THE MOST 
FROM THE U-FORCE AND POWER GLOVE 


@ °O»@«Q~ 


Beet: 
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These programming buttons let you change the way 
games respond to the Power Glove. 


If you have any tips for the 
Power Glove or U-Force, let us 
know. We'll publish the best ones 
in Game Player's to share with other 
Nintendo players around the 
world. Here are some hints to get 
you started. 


For both the Power Glove and U- 
Force: 

1. Read the directions carefully. 
Both controllers come with book- 
lets that take you step-by-step 
through the setup and play op- 
tions. Spend a few minutes going 
through the instructions, and refer 
back to them when using the con- 
trollers with different games. 

2. Matteland Broderbund each 
have customer service numbers 
you can call with questions or prob- 
lems. But don’t phone until you’ ve 
tried everything in the manuals. 

3. Remember that both com- 
panies plan to release special 
games later this year that are aimed 
at taking advantage of these con- 
trollers. Although most current 
games work with the Power Glove 
and U-Force, they weren’t specifi- 
cally designed with them in mind. 
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For the Power Glove: 

1. Remember, bend your 
thumb when making a fist. The 
Power Glove can be pro- 
grammed for special move- 
ments so that when you bend 
your thumb or certain fingers, 
it affects the on-screen action. 

2. Besure to center the glove 
by pointing at the middle of the 
TV screen. You may need to re- 
center the glove now and then 
while you're playing. 

3. Stay within the sensing 
zone — the area that’s shown in 
the manual. If the game seems 
to be reacting awkwardly, you 
may be moving the glove out- 
side the sensing zone. 

4. Keep all of your arm 
movements slight and con- 
trolled. The more you play with 
the glove, the easier this will be. 

5. There are more than a 
dozen different programs you 
can use with the Power Glove. 
Don’t try to learn them all right 
off the bat. Pick one of your 
favorite games and learn that 
one first. 
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For the U-Force: 

1. Remember that the T-Bar 
Handle and Firing Grips help you 
learn where your hands should be. 
The grips must be right over the 
sensors on the U-Force in order to 
work properly. Use this setup first, 
and you'll do better later when 
you play without the handle and 
grips. 

2. The switch configuration is 
very important. Double-check the 
switch settings if you're getting 
uneven results while playing a 
game. 

3. Don’t wave your hands and 
arms too fast or use jerky motions. 
Most games react more slowly than 
the signals they’re receiving from 
the U-Force. Get the feel of each 
game. 

4. If you're using the T-Bar, 
remember that the top panel 
should be tilted slightly toward 
you so the sensors can pick up the 
signals evenly. 


The Power Glove and Super Mario 
Bros.: 

Here are a few secrets about 
Super Mario Bros. and the Power 
Glove that the folks at Mattel 
shared with us. Remember to use 
program template 12. 

1. To make Mario run, bend 
your middle finger and move the 
glove either left or right. 

2. Mario moves one step at a 
time if you bend your ring finger 
and move the glove left or right. 

3. Mario can work with a dif- 
ferent program, such as template 
4, but you must enter this code: 
Enter Enter 7 8 8 88 8. 

4. If you’re using template 4, 
move Mario right by keeping your 
index finger straight and bending 
your middle finger; move him left 
by keeping your middle finger 
straight and bending your index 
finger; make him crouch by bend- 
ing both fingers; make him climb 
by keeping both fingers straight; 
and fire his bombs by moving the 
glove above the center line. 


CARRIER 


It’s a Cruise to the Islands. But It’s No Vacation. 


Forget about relaxing. With 64 islands to capture, 
you'll barely have time to blink. Especially since a 
powerful enemy needs the islands’ rich energy reserves 
as desperately as you do. 

After all, you can’t kick back when you're flying four 
long-range fighter-bombers by video remote control. 
Simultaneously. Or maneuvering four amphibious tanks. 
Or handling laser cannons and fragmentation bombs a 
hundred miles away. All at the same time. 

You can‘t let your thoughts wander when a mind- 
boggling information network feeds el a_ constant 


stream of crucial data and expects you to respond with 
the right decisions. Right now. 

And you can’t sleep late when the free world is 
counting on you to lace all 64 islands into a mining, 
manufac 1g and supply complex to ease a global 
energy crisis. The sooner the better. 

As a matter of fact, so much is happening so fast in 
Carrier Command that it’s really two games in one. 
Strategy + Action. And you can choose which aspect of 
the game you want to emphasize each time you play. 

Take Your vacation later. You'll need the rest. 


INTRODUCING TWO NINTENDO GAMES 
FOR THE GROWN-UP IN ALL OF US. 


Being treated like a little kid can be a real drag. Grown-ups always 
telling you what to do. What to think. Like you haven't one intelligent 
thought of your own. Okay. So you have a few more years to grow. 
~ Doesn’t mean your only interest is zapping aliens all day, running up 
the highest score. Sure, there was a time when you enjoyed playing simple 
video games designed for children. But you’re older now. Smarter. You want 
something more. Something like a challenge. A grown-up challenge. A 
challenge that tests your mind, not just your wrist. Well, check out 

Shadowgate™ and Desert Commander™ by Kemco Seika. 
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Hot Fun From Two Cool Games. 
These innovative new programs bring 
you all the fun and excitement you’d 
expect from one of the world’s leading 
NES? software makers. 
Shadowgate is the hottest fantasy adventure ever plugged into a Nintendo 
Entertainment System? Like some of the best interactive PC co 
games, Shadowgate has multiple screens of text and graph- lee . 
ics, plus animation and sound effects. A unique “save game” 
function lets you continue a “lost” game without starting over. — 
Your objective is to destroy the evil 
Warlock Lord and his pet Behemoth. 
But to beat this mean son of a witch you gotta be smart 
and discover all the hidden clues, mysterious objects and 
magical weapons concealed within the castle grounds. 
Desert Commander is the ultimate war strategy 
game. With all deployment options, and infantry, 
artillery, and aircraft firepower completely variable, 
Desert Commander takes the best from tactics- 
oriented board games and couples it with the speed a 
Sa, and versatility of a computer. : 
To begin, you and your x 
opponent determine the 
firepower of each army 
component. Both sides 
carefully establish their 
offensive and defensive positions — then, boom, bang, pow! But 
remember, to win, your strategies should be brilliant; your tactics flawless. 
Leave the Kid Stuff Behind. 
If you’re ready to leave the kid stuff to your little brother and get into some- 
thing more interesting, more challenging, get into Kemco Seika’s 
Shadowgate and Desert Commander. 
Because hey — you don’t have to be big to think big. 


Exclusively distributed by Seika Corporation, U.S.A., 1-800-462-5040 


This offical sealis your assurance that Nintendo® 
has approved the quality ofthis product. Always 
{ook for this seal when buying games and acces- 
sories to ensure complete compatibility with your 
Nintendo Entertainment System. 


SHADOWGATE" is a trademark of ICOM Simula- 
tions, Inc, and is used with permission. Licensed in 
conjunction with JPI. © 1987, 1989 ICOM Simula- 
tions, Inc. NINTENDO® and NINTENDO ENTER- 
TAINMENT SYSTEM® are trademarks of Nintendo 
of America. 


INTRODUCING TWO NINTENDO’ GAMES 
FOR THE KID IN ALL OF US. 


Sure. It can be pretty embarassing. Everyone else is finally asleep. You quietly 
slip out of bed, tip-toe into the family room and gently insert the awaiting car- 
tridge. When just as you’re about to zap your zillionth alien onto another astral 
plane— flash! — the lights go on ... You’re busted. Caught red-handed and 
red-faced, playing yet another juvenile, one-dimensional video game. 

Well, blush no more. Never again will you have to hide your passion 

for video game excitement and entertainment. Never again 

will you find yourself lamely justifying a game 
designed to be played by eight year olds. 


Not for Kids Only. 
Introducing Shadowgate™ and 
Desert Commander™ by Kemco Seika. 
Not only do these two pioneering and 
innovative programs deliver all the fun 
you’d expect from one of the world’s leading NES® software 
developers, but they also provide something extra. A chal- 
lenge. A grown-up challenge. A challenge that tests the 
agility of your mind, not your fingers. 
Shadowgate is the most engaging, object-oriented, 
interactive graphic adventure you’ve ever seen 
on a Nintendo Entertainment System? 
Shadowgate features text and animation, 
multiple screens, participatory 
“mouse”-like controls and 
a special “save” function like 
those found in the finest PC games. 
Desert Commander is the ultimate 
war strategy game that simulates realistic battle 
situations. With military 
component strengths and 
deployment options 
completely variable 
at five levels of 
combat complexity, 
Desert Commander takes the 
best from logistics and tactics-oriented board games and 
couples it with the power and versatility of a computer. 


HIS yy 


§ 

s eat? 

NS . RY 
NS 


Come Out of the Closet. 

If you’re a closet Nintendo fanatic playing behind 

closed doors, step out and step up to Kemco Seika’s 
Shadowgate and Desert Commander. 

Because hey — you don’t have to be a kid to play. 


Exclusively distributed by Seika Corporation, U.S.A. 1-800-462-5040 


This official seal is your assurance that Nintendo® 
has approved the quality of this product. Always 
look for this soal when buying games and accesso- 
ries to ensure complete compatibility with your 
Nintendo Entertainment System.® 


‘SHADOWGATE™ is a trademark of ICOM Simula- 
tions, Inc. and is used with permission. Licensed in 
conjunction with JP. © 1987, 1989 ICOM Simula- 
tions, Inc. NINTENDO® and NINTENDO ENTER- 
TAINMENT SYSTEM® are trademarks of Nintendo 
of America. 
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BC’s Saved by 
the Bell is at- 
tracting at- 
tention as 
one of the 
few live-ac- 
tion shows 


on Saturday 

morning TV. 
That attention suits Dustin Dia- 
mond just fine. Dustin stars as one 
of the six high school students 
whose antics are a highlight of the 
series. 


Dustin Diamond, who stars on NBC’s Saturday 
morning show Saved by the Bell. 


GAME PLAYER'S 


“My character is like me in a 
lot of ways, except he is not good 
at handling people,” says Dustin, 
who plays Screech, the class clown 
and electronics genius. “I can 
handle people, and I like playing 
videogames. I have Nintendo, 
Sega, Coleco, and an Apple IIc. All 
together I have hundreds of game 
cartridges. I have 600 games for 
the Apple computer alone.” 

Dustin thinks his Sega Master 
System is “neat,” but does express 
a slight preference for Nintendo 
games. “I like Nintendo a 
bit better. My favorite Nin- 


(left) and Mario Lopez (right). 
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Dustin plays Screech, the class 
clown andelectronics genius. Co- 
stars include Mark-Paul Gosselaar 


tendo cartridge is Legend of Zelda. 
It’s cool. I play videogames every 
moment I can.” 

Right now, Dustin says, “I’m 
working on a Sega [Master Sys- 
tem] game called Phantasy Star. I 
think it was the best game they 
have ever made. It’s like a 3-D 
thing where you have to fight 
monsters and collect gold in order 
to buy weapons and kill the main 
monster.” 

In order to play an Apple II 
game called Aztec, Dustin says he’s 
learning how to touch-type on the 
computer’s keyboard. 

As Screech on Saved by the Bell, 
Dustin has almost as many adven- 
tures as he does when playing 
videogames. “I get to do strange 
and bizarre things, like getting hit 
by lightning. I have fallen out of 
windows and have gotten locked 
in lockers. 

“My character has a crush on 
Lisa [another character in the 
show],” he says. “She always 
dumps him, but he keeps trying 
and never gives up.” 

Besides acting, Dustin has a 
talent for impersonations. He can 
imitate Robin Leach, Richard 
Nixon, Ronald Reagan, Howard 
Cosell, Yogi Bear, and many oth- 
ers. He also enjoys singing, per- 
forming magic, roller skating, 
chess, dancing, and mime. 
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EVERYTHING ELSE 


The Power Glove. You plug it in like any Tyson. Grab the steering wheel of Rad Racer” 
joystick. But the similarity stops there. Because All simply by moving your hand. 


now you dont just guide the action. You're in The Power Glove also gives you moves 
the action. youve never had before—and never will have 

As soon as you put on the Power Glove, its with a joystick. Twist your wrist for an immedi- 
3-D sensors track the position of your = _==——= ~ ate head butt in Double Dragon. 


Bend a finger for “Thrash Mode’— 
your character turns and shoots in all 
possible directions. 

Bend another for “One-Shot 


hand in space. You enter the program 
code. Calibrate the glove. Center it. 
And feel the mechanical moves of a 
joystick give way to free-flowing, 
instant response. Turnaround”: you automatically 

You actually knock out Mike < change direction and fire faster than 


Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. Power Glove is a trademark used under license 


ae 


IS CHILD'S PLAY. 


you ever could with a joystick. With new moves in two dimensions: up, down; left, right. Starting 
at your disposal, the Power Glove makes your —_ in the summer of 1990, software designed for 
joystick games, especially vertical scroll games, the Power Glove adds the third dimension— 
new. Different. More exciting. depth—so that you're playing in a “virtual real- 

And that's only the beginning. Because ity.” It’s the future of video games. Years ahead 
with games specifically designed for the Power — of schedule. 


Glove, you'll be blown into another dimension: So put on the Power Glove and put on the 
the third dimension. power of the future. 
In the ’80's, all video game play occurred And feel everything else become child's play. 
Licensed (Ritmersied Nintendo tor play on the Look for the 
i” Power Glove in the 
Universal film 
_Cintende) . THE WIZARD. 


Double Dragons C1988 Technos Corporation. ©) 1980 Mattel, Ine. ATE Rights Reserved. 


DOUBLE DRAGON 
FOR GAME BOY 


Watch for a special Game Boy version of Double Dragon by this 
summer! Tradewest recently obtained the rights to convert this hit 
game to the Game Boy format, and the game designers are already 
hard at work. No firm release date has been announced, but Trade- 
west hopes to have the game card ready sometime this spring. 

Double Dragon, one of the most popular martial arts games ever, 
first appeared in video arcades back in 1987. When it was released — Double Dragon: Look fora Game Boy version 
for the Nintendo Entertainment System in 1988, it quickly broke 00: 
sales records. The NES sequel, Double Dragon II: The Revenge, is just now hitting the stores. 

At this writing, company spokesmen weren't sure whether the Game Boy version of Double Dragon would 
have a two-player simultaneous-play mode. Such a mode is possible using the special video link connector on 
the Game Boy system. 

In addition to Double Dragon, Tradewest is planning to release three more games for the Game Boy, but those 
titles haven’t been announced. 


GAME BOY MAKES 
DYNAMITE DEBUT 


If you’re having trouble finding a Game Boy, you're not alone. Nintendo says the 
new hand-held videogame systems are selling like crazy, and company officials 
predicted that Game Boys would be almost impossible to find by New Year’s. 

“We expect to sell out,” said a Nintendo spokesman. He said Nintendo 
planned to ship more than one million Game Boys in the U.S. by the end of 1989, 
but that holiday demand was expected to reach 2 to 2.5 million Game Boys. 

Nintendo says the Game Boy got off to a strong start back in August, when the 
first 40,000 units sold out in just a few days. “It’s the number one bestseller for 

\Christmas,” said a Toys R Us spokesman. “Hands down.” Game Boy: The Cabbage 

To create even more demand, Nintendo teamed up with Pepsi-Cola to Patch Doll of the 1990s? 
promote the Game Boy during the holidays. Pepsi gave away more than 4,000 
Game Boys to people who found a special instant-win symbol under Pepsi bottle caps. 

Some industry observers are already comparing the Game Boy to Cabbage Patch Dolls, the hit toy of the 
mid-1980s. Others, however, say that the Game Boy’s $89.95 price tag will probably keep it from becoming as 
popular as the dolls, which cost about half that much. 

One thing’s for sure — by late this year there won’t be a shortage of games for the Game Boy. Nintendo has 
already licensed more than 50 companies to produce Game Boy titles. Many of these companies are big names 
in game software: Acclaim, Broderbund, Capcom, Hal America, Jaleco, Koei, Konami, LJN, Mediagenic, 
Mindscape, SNK, Taito, Tradewest, Vic Tokai, and Ultra, among others. —e 
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818-709-3693 


4988 TITUS, F 40 PURSUIT SIMULATOR 
TITUS AND THE TITUS LOGO ARE 
REGISTRED TRADEMARKS OF TITUS. 


GamePlayer’s, the hottest name in 
videogame and computer game maga- 
zines, now brings kids all the action and 
fun of the world of sports and personal athletics. 


Game Player's Sports For Kids will open a whole new playing field for boys and girls, from seven 
years up to early teens. Every issue will bring readers closer to the stars, teams, stories, and dreams 
that keep the sports world turning. 


For fastest service call toll free: 


PAY AS LITTLE AS $12.00 FOR 
YOUR CHARTER SUBSCRIPTION! 


Enjoy HOME DELIVERY and save 32%. You'll get 
‘i SPORTS FOR KIDS delivered to your door for one 
year (just $2.00 an issue). 
Or get almost 44% SAVINGS with a two year 
$20.00 subscription—just pick the number of is- 
sues you want! 
Charge my 


[_} MC 


|2 years (12issues) | |1 year (6issues) | ] Payment enclosed | | Bill me later 
$20.00 $12.00 


| AmEX 


NAME (Under 12 please have a parent or guardian sign this card.) 
Card # 
ADDRESS Signature __ 


Exp. Date 
Allow 6-8 ist issue. Canadian orders add $6iyear. Other 
foreign ord eat, Paymentsin U.S. currency drawn on aU.S. 


ys 
——__________ bank must accompany all foreign orders. Annual newsstand price iS gy 
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Right to Your Door—At 32% LESS! 
For fastest service call TOLL-FREE 1-800-222-9631 


P.O. BOX L-2032 
LANGHORNE, PA 19047-9483 
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Colorful and lively stories about popular sports, top athletes, and competing teams. Can the 
Dallas Cowboys become America’s Team again? College Basketball ‘89-90: Pretenders and Con- 
tenders. Will Brandy Johnson become America’s top young gymnast? Behind the scenes at 
ESPN’s SportsCenter. And that’s just the beginning! 


The Cutting Edge: We'll fill you in on everything from snowboards and 
skateboards to parasailing and videogaming. 


S he Tip-Off 


Whatever your game is, we’ve got the inside info from the best in the business. 
Pages of full color photos and helpful tips will bring you pro-hints in everything 
from football to equestrian events. 


Spotlighting superstars and what’s special about them. From Bo Jackson and Michael Jordan to 
Gabriela Sabatini and Debi Thomas. 


Nhe Calendar — 


We'll keep you up-to-date on what’s happening where and when from the wide and sometimes 
wacky world of sports. 


Interested? Well, Game Player’s Sports For Kids has even more in store for sports-active kids! 

We'll show you the Rising Stars — young people who may be tomorrow’s sports heroes. Read about the latest 
in sports books, movies, and videos for kids. We'll also help you shop for the best in sports gear, from skateboarding 
helmets to hi-tops. We'll even dig up fascinating and little-known sports facts you can’t find anywhere else. 


Don’t miss a single issue — Order your subscription to Game Player’s Sports For Kids today! 
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arly last year in Califor- 
nia, we met some people 
from a small company 
called Color Dreams. They 
told us about their plans 
to bring out some new Nintendo 
games ina few months. Since doz- 
ens of new Nintendo games are 
released every year, it seemed like 
fairly routine news. But then Color 
Dreams told us what made their 
games special: They weren’t going 


to be licensed by Nintendo. 

As you may know, the vast 
majority of Nintendo games aren’t 
actually created by Nintendo. In- 
stead, about 40 independent com- 
panies produce games for the 
Nintendo Entertainment System. 
Not just anyone can make a Nin- 
tendo game, however. Nintendo 


In Color Dreams’ Captain Comic, you 
must collect cans of Blastola Cola to 
increase your firepower. 


Special items, like this shield, some- 
2 times appear after you defeat an 
enemy. 


Captain Comic has to find the keys 
to certain doors in order to extend 
his search on Tambi. 


In some areas of Captain Comic, 

4 accurate jumping is a must. And 
don’t underestimate the Blind Cave 
Frog (right). 
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grants permission by selling spe- 
cial licenses to the companies. 
Among other things, these licenses 
give Nintendo some control over 
which companies can make games 
for the Nintendo system, which 
game titles willbe produced, when 
the games will be released, and the 
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number of copies of each game 
that will be manufactured. 

It’s easy to tell if a Nintendo 
product has been officially licensed 
by Nintendo. On the front of the 
package is a label that says “Offi- 
cial Nintendo Seal of Quality.” 

Some game companies aren’t 
happy with Nintendo’s licensing 
rules, but they go along with them 
anyway. One company that broke 
rank is Tengen (a subsidiary of 
Atari Games). In 1988, Tengen re- 
leased some “Nintendo-compat- 
ible” games that weren’t licensed 
by Nintendo. Tengen also went to 
court and filed a lawsuit against 
Nintendo, charging that the Japa- 
nese company is trying to monopo- 
lize the U.S. home videogame 
market. Nintendo denies the 
charges, and the case is still in 
court. 

In 1989, Tengen and Nintendo 
went tocourt again. This time, they 
sued each other over the home 
videogame rights to the popular 
computer game Tetris. Tengen and 
Nintendo each have their own ver- 
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For all the sounds you hear when youre playing a game, there are probably as many you don't. Our engineers 
tell us it isn’t so much a reflection on your ears as it is on your computer. They also tell usits easily corrected. 


While the LAPC-1 Sound Card is becoming the 
industry standard for playing games, with the 
optional MIDI Connector Box it also 
becomes the standard for 

creating music. 


_ The new Roland LAPC-1 tone generator and intelligent MIDI interface 
. provides IBM-PC and compatible users with a humongous se- 

* lection of both instrumental and percussion timbres, as well as 
sound effects—all courtesy of the same legendary L/A Synthesis 
you'll find on our MT-32 Multi-Timbral Sound Module. 

There's something else our engineers tell us, namely how quickly 
you can connect an LAPC-1 to your stereo. ® 
The record is 45 seconds. We think you Roland 
can beat it. Roland Corp US,7200 Dominion Circle, Los Angeles,CA 90040-3647 213685-5141 


System Requirements: IBM-PC/XT/AT or compatible, minimum 256k RAM 
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sion of Tetris, and each company 
claims that it has exclusive rights 
to the game. That case is still in 
court, too. 

Now comes Color Dreams. 
Like Tengen, Color Dreams has a 
new line of unlicensed Nintendo- 
compatible games. Unlike Tengen, 
however, Color Dreams does not 
want to challenge a much larger 
company like Nintendo in court. 
Officials at Color Dreams say they 
hope to avoid a court battle with 
Nintendo over their unlicensed 
cartridges. 

At Game Player's, we were 
anxious to see the first game re- 
leased by Color Dreams. After all, 
the fate of Color Dreams depends 
not only on what happens in court, 
but also on the quality of its titles. 

The wait is finally over. Re- 
cently we received the first of eight 
planned Nintendo-compatible 
cartridges from Color Dreams. 
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Captain Comic 


Color Dreams picked an unusual 
game to release as its first title: 
Captain Comic: The Adventure, 
translated from a computer game 
for IBM compatibles. Of course, 
computer translations are becom- 
ing fairly common on Nintendo 
these days — recent examples 
include Tetris, Nobunaga’s 
Ambition, Shadowgate, and Rescue 
— but Captain Comic is different. 
The PC version is not a regular 
commercial release, but rather a 
shareware game, meaning that it’s 
distributed for free. In fact, the PC 
version was favorably reviewed 
in our “Cheap Thrills” column 
(Game Player's, Vol. 1, No. 3). To 
our knowledge, thisis the first time 
a shareware game has ever been 
released commercially for another 
system. 

The Nintendo-compatible ver- 
sion of Captain Comic isn’t share- 
ware, but otherwise it’s a close 
translation of the PC version. It’s 
basically an action-quest game 
with emphasis on the action. 

Here’s the story. While pre- 
paring for their gala trimillennial 


celebrations, the Elders of Osric 
discover that their badges of office 
— the Crown of the Ages, the 
Mystical Gems of Lascorbanos, 
and the Thousand Coins of Ten- 
ure — have been stolen. All they 
know is that the treasures are now 
hidden on the planet Tambi. To 
get the treasures back, they ap- 
proach Captain Comic (“galactic 
hero, righter of wrongs, and all- 
around nice guy”) because their 
first choice declined the job as too 
dangerous. 

As Captain Comic, you must 
search the eight lands of Tambi for 
the treasures, picking up items 
along the way to aid in your quest. 
Your main weapons are your Blas- 
tola pistol and Mark VII environ- 
ment suit with shield protector. 
The shield, which entirely sur- 
rounds you, destroys any enemy 
on contact. It can sustain only a 
limited number of hits, though, 
before it malfunctions and causes 
you to lose a life. Luckily, you can 
restore the shield by finding cer- 
tain items. 

You must also seek out the 
cans of Blastola Cola lying about 
the planet, because they restore 
and augment the power of your 
Blastola pistol. Other helpful items 
include jumping boots, keys, and 
a wand that teleports you from 
place to place. 

Captain Comic is fun to play, 
with very nice, colorful back- 
ground graphics and an amusing 
premise. Each of the eight areas of 
Tambi is unique, populated witha 
variety of nasty foes. Although the 
action is very much like that in 


GET THE TITLE THAT MAKES YOUR 
SMALL SCREEN A WHOLE LOT BIGGER. 
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Blaster Master has the graphics 


power to blow your TV away! 
In this subterranean world of endless tuna = 
d terror, there's only one way out: by ¢ pi 
asting your way through a series of séeret 
averns guarded by prehistoric creatures 
0 powerful, so menacing, and so 
gantic, they literally fill yourSereen! 
~- §0 load your arsenal, and get ready 
for the graphics monsterpiece that 
~ redefines the capabilities of the 
Nintendo Entertainment System: : 
Blaster Master. At your favorite Hot News for Hot Shots! ’ 
dealer now! Get the inside track on Sunsoft games in the 
FREE Sunsoft Game Time News. 
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other Nintendo games, there is an 
underlying sense of humor (espe- 
cially in the instruction manual) 
that sets the game apart. 

Color Dreams plans to release 
seven other Nintendo-compatible 
games this winter, though none 
was available for preview in time 
for this issue of Game Player's. The 
titles are Baby Boomer, Raid 2020, 
Crystal Mines, P’radikus, Escape 
From Atlantis, Code Blue, and 
Dragon Tale. All were scheduled 
for release by February. 

In Baby Boomer, you must use a 
light gun to defend a toddler who 
crawls along bridges, ledges, lava 
pits, and other hazards. In Raid 
2020, you play Shadow, a secret 
agent. The evil drug lord Pitbull 
has taken over the cities, and it’s 
up to you to stop his gang and 
destroy his manufacturing and 
distribution networks. Color 


Dreams says this anti-drug game 
will be entertaining as well as 
educational. 

In Crystal Mines, you have 
purchased a small planet on which 
you hope to make a fortune min- 
ing Starla crystals. Of course, you'll 
have to deal with such headaches 
as mud slides, falling rocks, radia- 
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tion deposits, and fierce lava 
monsters. 


P’radikus is a vast adventure 
game set against a backdrop of 
hundreds of solar systems, plan- 
ets, and space stations. Buy fuel, 
rockets, and weapons as you seek 
out the invading forces of the P’ra- 
dikus empire. 

In Escape from Atlantis, your 
goal is to live through seven dif- 
ferent stages while trying to es- 
cape the mythical continent before 
it is swallowed by the sea. Code 
Blue puts you behind the wheel of 


After shooting this flaming stranger, 
] a hot ball of fire will fly at you. Be 
ready to duck. 


This long-armed troll pounces with 


2 startling and unpredictable quick- 
ness. 
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an ambulance as you race through 
a city, monitoring your patient’s 
vital signs while avoiding obstacles 
and finding the best route to the 
hospital. Finally, Dragon Tale pits 
youand your magical steed against 
(what else?) a fire-breathing 
dragon. 

You may have a difficult time 
finding these games, however. 
Color Dreams has not yet finalized 
distribution deals with major toy 
chains or video stores, so you'll 
probably have to hunt for the 
games in out-of-the-way places. If 


Ever wonder what would happen if 

3 Wile E. Coyote caught his prey? In 
Tengen’s Road Runner, you might 
find out! 


Camerica offers 


a2 player package 


Freedom Stick” 

is the only wireless ; 
2 player simultaneous gzef 

joystick available. 


The 2 player move is on. 


It’s no longer only “player vs game” It's fast 
becoming “player vs player.” 

And Camerica offers the perfect deal to get 
in on the trend. 


The Gift Pak has 2 Freedom Sticks™ for . Sma 
2 player simultaneous games, with a receiver E., e Freedom Stick” 
and is compatible with Nintendo’ Sega’ Atari* Gift Pak. 


and Commodore* 
The Camerica 2 player package deal could 
mean only one thing. 


™ 


Twice the fun. © 
2 player simultaneous games are coming on board daily. (CAMERICA\ 


Games such as Double Dragon, John Elway, Dragon Power, 


Ninja Kid, Muscle, Trojan, Legendary Wings, Ikari Warriors, 230-5th Ave., Suite 1100, New York, NY. 10001 
lron Tank, Guerilla Wars, Tecmo Baseball, Tecmo Bowl, Karate (212) 689-6320 

Champ, Tag Team Wrestling, Jeopardy, Jeopardy Jr. Edition 3415-14th Avenue, Unionville, Ontario L3R 2L6 
and Rollar Ball. (416) 470-2515 


*Nintendo is a registered trademark of Nintendo of America Inc. “Sega is a registered trademark of Sega of America, Inc. 
“Atari is a registered trademark of Atari Corporation. “Commodore is a registered trademark of Commodore Business Machines Ltd. 


NINTENDO 


you find them, the cartridges 
should be priced at about $35-$40 
each. 


More Titles 
From Tengen 


Tengen, which brought us such 
games as Gauntlet, R.B.I. Baseball, 
and Pac-Man, is releasing three 
new Nintendo-compatible car- 
tridges. Because Tengen’s court 
dispute with Nintendo is still 
unsettled, none of the games is 
officially licensed by Nintendo. 

The first title, Rolling Thunder, 
is a very accurate version of the 
popular arcade hit. The graphics 
are good and match the original 
characters and backgrounds. With 
more than 50 levels and some 
pretty fierce adversaries, it pro- 
vides plenty of challenge. If you’ve 
spent quarter after quarter trying 
to beat the arcade game, you'll 
really appreciate the password 
feature in this version. 

The story in Rolling Thunder is 
that evil aliens have once again 
taken over, this time kidnapping 
innocent women and occupying 
the very lands and buildings we 
once called home. Wearing hoods 
and goggles, alien henchmen wait 


GAME PLAYER'S 


for youaround every corner.Some 
will attack with their bare hands, 
while others use pistols. 

As our hero, you’rearmed only 
with your handgun and 50 bullets. 
And unlike the enemy, you don’t 
have the option of throwing 
punches. Any contact with the 
intruders is dangerous to human 
beings, and more than one touch 


bol Lele WL a 
3 
6: 
Up 


from an alien will kill you. 

As you progress through the 
levels, you'll pass doors labeled 
Ammunition and Weapons. Some 
are out of the way, but it’s impor- 
tant to find them if you hope to 
survive. Other doors are unlabeled 
and hold no weaponry, but they 
make ideal hiding places for avoid- 
ing the enemy. Be careful, though, 
because the aliens seem to be able 


If you can get Wile E. to follow you 
] into the path of the truck, he'll be flat- 
tened and you'll score big. 


Sometimes you can escape toa higher 
level of Road Runner by taking short- 
cuts. This one seems to be under re- 
pair. 
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to sense you. Sometimes they'll 
gather outside the door you’re 
hiding behind, making escape 
almost impossible. 

The buildings and countryside 
you pass through usually have a 
few levels, such as the ground and 
a catwalk or two above. A good 
strategy when confronted by an 
alien is to jump up toa higher level 
or down to a lower one. Then 
crouch, waiting for the alien to fol- 
low. If you shoot him just as he 
lands, you'll catch him off guard. 
Make sure he’s really finished be- 
fore continuing, though. Some ali- 
ens (like the blue character with 
the yellow hood and boots) re- 
quire two shots to defeat. 

Each round in Rolling Thunder 
has a time limit, adding a sense of 


Don’t let Wile E. get too far behind. If 
3 you let him get off the screen, he 
zooms back wearing roller skates. 


4 Your tank in Vindicators is a real gas 
guzzler, so pick up all the fuel you 
can. 


es 
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Eliminating terrorists. 

Easier said than done. You 
must destroy these soldiers of 
fortune who strike you with 
machine guns, tanks, grenades 
and worse. Only then can you 
celebrate your victories. 

Go beyond traditional war 
Games and see why CABAL is 
#1 imthe arcades. The fast 
action of every covert opera- 
tion keeps you at the edge 
of survival. 

See your favorite software 
retailer to enlist in the excite- 
ment. Or for.more details, call 
Capcom U.S.A. at 408-727-1665 
Act fast so that “another one” 
is one of them. 


CAPCOM 


USA 


© JALECO: 


RoboWarrior! Depth... 
challenge...mystery...electronic 
terror that pushes players 

to the limit. 


Here's the game Jaleco created as the answer to 
what players have been asking us for... 
challenge...complexity...mystery...action. 
Destined to inspire a cult of its own, RoboWarrior delivers 
depth of play that takes the Nintendo Entertainment System 
player to his outermost limits. 
With 27 stages of play, 12 weapons, 14 enemies, 7 Lords, 
6 extra powers, a room full of idols, treasures, golden keys... 
and more, RoboWarrior is set on a man-made planet where the 
human population has been driven underground by an evil, 
powerful army of marauders. 


™ 


12 deadly and powerful weapons RoboWarrior places heavy demands on the player's memory 
defeat fearsome enemies. and problem-solving ability, as well as his aptitude for dealing 
with complexity. 
ee pa If challenge and complexity are what you're looking for, then 
f RoboWarrior is the game for you. Ask for it at your favorite 


video game store, now! 
Why RoboWarrior is so exciting! 


LIFE VEST Seal of Quality 
je 

HYPER 

MISSILE 
CANDLE When collected, six powers step 

up the effect of the weapons. Here 
“<q are two of these powers. 
Bo 
ror 
ie Va 
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Y “ MAGICAL BEE 


ENERGY 
CAPSULE 
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THE ENEMIES! 


RoboWarrior has to eliminate as 
many enemies as he can through- 
out the game. Here are some of 
the 14. 


WANE 
y 
“fi 
7 MECHA BIRD 7 A 
oe 
i. THE LORDS! 
s 
F WISP 
RoboWarrior’s 27 stages include 
7 Lords of Evil. Some of these are: 
LIAN, 


LORD OF AIR 


GLOBULA, 
LORD OF AMOEBAS 


{oboWarrior must find the secret THE CH 


yay into the Room of Idols. 


LICE! 


staat dhe Ae tees a In certain stages the Chalice 
a Pits objects necessary to Co! appears, and unlocks the power 
nue the game. of the key. Its magical powers 


help RoboWarrior toward his 
goal, so he must watch for the 


Chalice and carry it forward. GHOLEM, LORD OF STONE 


At the end of every game stage 
is the Key, necessary to exit to 


Paks Wie: the next stage. 


— we 
rag y J 


ie ae af ks Jw. 
THE CHALICE 
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Somewhere in each stage of Vindica- 
] tors is the key you need to proceed to 
the next mission. 


After each stage, you can buy tank 
2 improvements with the stars you’ve 
collected. 


urgency to your mission. But don’t 
let yourself get rushed. Hurrying 
into an unknown region just off 
the screen when the majority of 
the henchmen are armed can be a 
fatal mistake — especially during 
the higher rounds. Instead, fire a 
few shots in the direction you're 
headed, following them as the 
screen scrolls. Crouch any time 
you stop moving. The aliens al- 
most never think to shoot low. 

If you've played Rolling Thun- 
der in the arcades, you'll like the 
accuracy of the Tengen yersion, 
with all the familiar doors, weap- 
ons, and enemies. Very few (if any) 
changes have been made. Al- 
though it’s been a few years com- 
ing, the home version of Rolling 
Thunder is one of the best arcade 
translations for Nintendo you'll 
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Runner, finds Wile E. Coyote once 
again involved in his ongoing 
pursuit of a square meal. As the 
Road Runner, you'll need all your 
quick maneuvering to outrun and 
outsmart the coyote. You can lead 
him into oncoming traffic, through 
mine fields, and over twisting 
mountain roads. But be careful, or 
Wile E. might get revenge for all 
those years of frustration! 

As you stay ahead of Wile E., 
you'll pass little piles of birdfeed 
scattered around the playing area. 
For two reasons, you should pick 
up as much feed as you can. First, 
the Road Runner expends so much 
energy running so fast that you go 
through the food quickly. A graph 
at the top of the screen shows how 
much food you have left, and the 
coyote will catch you if you run 
out. Second, you earn a bonus after 
each stage based on how many 
piles of feed you've missed. 

The idea of bringing this car- 
toon classic to Nintendo is a good 
one, but the action and graphics 
might be too simple to hold every- 
one’s attention. Road Runner seems 
better suited to younger players. 

Vindicators is a tank game in 
which you gain fuel, weaponry, 
and stars by defeating enemy 
machines. With the stars, you can 


Destroy everything you can. Some- 
3 times the keys are hidden, and you 
can’t advance without one. 


Choosing the wrong path can be 
4 costly. If it takes too long to get back 
on track, you might run out of fuel. 


buy more shield strength, smari 
bombs, and speed, customizing 
your tank for success in battle. The 
graphics are very good, and each 
new stage challenges you with 
more complex obstacles and 
tougher foes. 

Controlling the tank is pretty 
simple. Left and right on the direc- 
tional pad rotate the tank; up and 
down move the tank backward 
and forward. It takes a bit of get- 
ting used to, but as your driving 
skills increase, so will your scores. 

Vindicators is fun because it 
offers so many options and vari- 
ables. For instance, you have to 
keep your fuel situation in mind at 
all times. If you choose to go for 
stars in a certain round, you might 
run so low on fuel that you'll have 
to scrounge up enough energy just 
to finish the level. And by allow- 
ing you to customize your tank, 
Vindicators is more than an ordi- 
nary shoot-em-up. 
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\. Billy and Jimmy Lee return in the 
Mp, latest and greatest version of the 
coin-op smash hit! 
Featuring more weapons 
and more powerful 
moves, with more 
nev ons suchas 

om the Underwater, 
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$39.99 
Commodore 64 $34.99 
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hings here in Crime City 

were getting so bad that 

even I was thinking of 

moving out. Butnow Tony 

Gibson and Raymond 
Brody — those lethal walking 
weapons of law enforcement — 
are on the job. They’re determined 
to crush the bad guys, rid Crime 
City of its immoral filth, and re- 
store law and order. 


Taito’s new Crime City is a one- 
or two-player game, and the sec- 
ond player can drop inatany time. 
Each player controls his on-screen 
character with a joystick and two 
buttons. The joysticks move Tony 
or Ray, and the buttons are used 
for attacking and executing spe- 
cial maneuvers such as the somer- 
sault assault. 

The object of Crime City is to 
find and arrest the gang leaders. 
There are six levels, segmented 
into different scenes. Each level 
revolves around a different crimi- 
nal activity. For example, level 1 is 
entitled “Prison Break.” You must 
subdue a bunch of escaped pris- 
oners who have occupied the city’s 
port. 

After dragging Ray and Tony 
out of bed (on their day off, no 
less), we join them dockside for a 
furious firefight. Start making your 
way to the right and smoke the 
escaped cons who begin attack- 
ing. Be sure to pick up and use 
their weapons, which include pis- 
tols, shotguns, assault rifles, and 
submachine guns. To increase your 
score, confiscate the packets of 
drugs. 
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Scott Wolf 


Two people can play Crime City 
simultaneously, controlling either 
Tony Gibson or Raymond Brody. 


You'd better be quick on the draw 
to survive in this town. Don’t 
forget to pick up extra weapons, 
like that M-16 at the bottom left. 


Not only is the city afflicted by 
crime, but it’s also a dismal place, 
with boarded-up windows, bro- 
ken-down buildings, and piles of 
debris. 


Among your numerous enemies 
in Crime City are heavily armed 
thugs and Mohawk-headed 
punks. 


ra 
STo 


At the end of each segment is 
the level boss, or what I like to call 
the Big Gun Bad Guy, who is more 
heavily armed and armored. Level 
1’s Big Gun Bad Guy is a huge 
escaped con with an M-16 assault 
rifle who requires about 50 shots 
to eliminate. Once you’ ve defeated 
him, though, everyone else sur- 
renders. 

Level 2 is entitled “Bank Rob- 
bery,” and you have to reach the 


scene by helicopter. For some rea- 
son the chopper drops you off in 
the middle of some heavy traffic. 
You must jump from car to car, 
striving to avoid marauding mo- 
torcyclists and bad guys on the car 
tops. One wrong step and you'll 
fall thump-thump beneath the 
wheels of an oblivious motorist. 
After fighting your way 
through an underground parking 
garage, there’s an interesting 
change of perspective. In a seg- 
ment that looks like a shooting 
gallery, you have to shoot at bad 
guys while avoiding Molotov 
cocktails. When you clear this area, 
yourun forward, “into” the screen. 
Once you’re inside the bank, you 
pretty much stay in one spot while 


Thrash, Bash, and Smash the Competition. 

Team USA is on its way in the Super Dodge Ball World Cup Championship. 
From out of nowhere, this scrappy bunch of rookies are fighting 

for a long-awaited grudge match with the undefeated, defending 

world champions, Team USSR. 


Have you slammed into Super Dodge Ball yet? 


i ENTERTAINMENT 
Licensed By Nintendo For Play On The SYSTEM 


SUPER DODGE BALL" is distributed by CSG Imagesoft Inc. Los Angeles, CA. “CSG Imagesoft™” and “Imagesoft""” are trademarks of CSG Imagesoft Inc. “SUPER DODGE BALL” is a trademark of Technos Japan Corp., ©1988 Technos Japan Co 
‘and Nintendo Entertainment System® are irademarks of Nintendo of America Inc. SUPER SUSHI PINBALL” is a trademark of CBS/Sony Group Inc. ©1988 CBS/Sony Group Inc. 
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If you're serious about video games, you'll want 
to know more about Jaleco games for your NES. 
Send us your name and address, and we'll add 
you to our mailing list to get the latest scoop 
on what's new! 


Do you have a friend who is serious about video 
games? They'll want to know more about Jaleco 
games for the NES, too. Let them fill out this card, 
or fill it out for them, and we'll add their name to 
our mailing list to get the latest scoop on what's new! 
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Overtime. 


This is roundball as it was meant to be played. 
By the playground legends who take the game 
from the pavement into the stratosphere. The com- 
petition is so intense you can feel it, the graphics 
as explosive as each thundering slam. Play just 
once, and you'll know it’s the only game in town. 
HOOPS* New from Jaleco. 

At your favorite video game store now! 


Serious sports. 
For serious players. 


Jaleco™ and HOOPS™ are trademarks of Jaleco USA, Inc. 
Nintendo® and Nintendo of America® are registered trademarks 
of Nintendo of America. © 1989 Jaleco USA, Inc. 


ARCADE 
ACTION 


battling the second Big Gun Bad 
Guy, who has a hostage. Aim for 
Mr. Big Gun’s head. 

Level 3, “Smuggling,” begins 
inajunkyard. Here you must jump 
over wrecked cars, stacks of tires, 
and moving cranes while avoid- 
ing the pounding electromagnets 
and usual horde of baddies shoot- 
ing at you. 

Keep moving to your right 
until you enter a gloomy ware- 
house. Inside, light fixtures keep 
crashing to the floor, plunging you 
into temporary darkness. But there 
arealsosome health-restoring elix- 
irs and bonus time tokens to be 
found. 

The Big Gun Bad Guy on level 
3.is a real pain. He’s positioned 
himself behind and atop a stack of 
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crates, so you have to jump and 
shoot to hit him. Be careful, though. 
He’s got a hand-held cannon! 

Levels 4, 5, and 6 are entitled 
“Kidnapping 1, 2, & 3.” The first 
kidnapping case requires you to 
rescue the mayor, who is being 
held somewhere inside city hall. 
Move to your right and meet some 
new friends — Mohawk-headed 
punks who greet you with swing- 
ing chains. The Big Gun Bad Guy 
on this levelis behind another stack 
of crates, and he’s armed with a 
flamethrower. 

You don’t actually reach city 
hall until level 5 (Kidnapping 2). 
Again, keep moving to your right. 
While vaulting over the desks and 
office equipment, you have to 
defend yourself against swarms of 
corrupt, gray-suited politicians. 
Finish up by destroying the lasers 
mounted in the ceiling. 

Level 6 (Kidnapping 3) is a 
change of pace. You’re ina basket- 
like contraption descending be- 
tween two skyscrapers. The bad 
guys fire at you from the windows 
on both sides, and the Big Gun Bad 
Guy is a helicopter gunship! 


On level 2, your helicopter drops 

] you into the middle of this busy 
freeway. Watch out, or you'll end 
up a road kill. 


Elsewhere on level 2 is an under- 
2 ground parking garage with 

swarms of baddies. Leap over the 

metal barrels and keep shooting. 
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The second part of level 6 finds 
you back on the street, where you 
must move toward the left. Your 
enemies are snipers who hide in 
the manholes, and rolling barrels 
that break open to release Dober- 
man pinschers. Be sure to pick up 
the body armor — you'll need it. 
The Big Gun Bad Guy is armed 
with a bazooka. 

When it’s all over, the mayor 
shakes your hand, the newspapers 
declare you a hero, and a filmstrir 
namesall the players. You can then 
spell out your name in bullet holes 
on the high-score screen. 

Just one question: Once you’ ve 
stamped out all the crime in Crime 
City, will the town have to change 


its name? 
SGP 


You find yourself descending be- 
tween a pair of skyscrapers on level 
6, while criminals take potshots at 
you from nearby windows. 


If you rescue the mayor, you'll be 
front page news! But judging from 
that headline, it looks like the Daily 
Taito could use a new copy editor. 


antasy adventures have 
become a mainstay of the 
computer game market, 
and software companies 
are falling all over themselves 
trying to either set a new standard 
or stretch the boundaries of a pre- 
vious one. Much of their effort, 
surprisingly, is very good. 


There are now two main types 
of fantasy adventure games. One 
is the first-person viewpoint game, 
as typified by Bard’s Tale, Wizardry, 
and Might and Magic. These games 
show you the world through the 
eyes of the adventuring party, and 
combat usually involves a com- 
plex sequence of steps. The other 
typeis themap-journey game, such 
as Times of Lore and Prophecy. Here, 
you move a single character over a 
large map of the world, and you 
engage in combat by wielding a 
joystick. Some games, like the Ul- 
tima series, merge the two types, 
but are primarily of the first-per- 
son variety. 

Faery Tale Adventure from 
Microillusions is a map-journey 
game, and an excellent one at that. 
Released for the Amiga almost 
three years ago, it has finally found 
its way into the IBM-compatible 
world. To say the least, it is a very 
welcome addition. 
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FAERY TALE 
ADVENTURE 


Neil Randall 


The adventure begins in Julian’s 
home village, Tambry. In the tav- 
ern, Julian can buy food, weapons, 
and magical items. 


Totems are essential for finding 


2 your way around; food is neces- 


sary to keep you alive. Always 
start with a purchase of food. 


By using a bird totem, you get a 
strategic view of part of the world 


3 of Holm. (This view shows the vil- 


lage of Tambry.) Nothing in the 
game is as important as the bird 
totems. 


Julian stands in the graveyard 
while four mace-bearing enemies 


4 gather outside the fence. Early in 


the game, Julian can gain strength 
by waiting inside the gates and 
killing enemies through the fence. 


After finding the sea shell, Julian 
can summon the turtle whenever 


5 he’s near open water. The turtle is 


one of two modes of fast transport 
in the game. 
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The hallmark of Faery Tale is its 
solid, enjoyable world. The gameis 
presented from an overhead view- 
point, and you guide your charac- 
ter (using a joystick, mouse, or 
keyboard) across a huge, relatively 
sensible land. A map in the pack- 
age gives you a good idea of where 
you're supposed to go, but you 
find many of the important loca- 
tions only by exploring and dis- 
covering. 

This is not a standard fantasy 
game. Youjourney alone, and there 
is no elaborate system of magic. 
You can find and buy magical 
items, but you don’t need to learn 
any spells. Weapons are restricted 
to a dagger, a sword, a mace, a 
bow, and a magic wand, and for 
the most part you'll use only your 
sword. There are no pieces of armor 
to be found, no helms to wear, no 
experience levels to which you 
must advance, and no wealth of 
monster types to keep you on your 
toes. There aren’t even any mullti- 
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ASTER FASTER | 
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GAMETAPES” 


FOR NINTENDO* CARTRIDGE GAMES 


Game Player's GAMETAPES are ajoint production of Signal Research, Inc. and Capital Cities/ABC Video Enterprises, Inc. Game Player’sand GAMETAPES are tradenames of Signal Research, 
Inc. All games are trademarked by, and used with the permission of, their respective license holders. Signal esearch is an independent publisher of magazines and videotapes of quality 
for the entertainment industry. Neither Signal Research, Inc. or CC/ABC Video Enterprises, Inc. is affiliated in any way with Nintendo of America, Inc. Nintendo is a registered trademark 
of Nintendo of America, Inc. 


BE A WINNER 
WITH PLAY-TO-WIN 
GAMETAPES" 


Here are the exciting contents of the first Six GAMETAPES: 


Volume 1, “Volume 1, 
Number 1 Number 2 
Double Dragon, Ninja Gaiden, 
Milon‘s Secret Bad Dudes, 
Castle, Bionic Amagon, & 
Commando & Mega Man II 

RoboWarrior (also includes a 
(also includes a BONUS Quick- 
BONUS Quick- Look at Airwolf) 
Look at Wizards 
& Warriors) 
Accept No Substitutes... 


The professionals at Game 
Player’s have put together 
the hottest collection of 
video GAMETAPES available 
today! Each exciting tape 
provides valuable hints and 
tips for four or more games. 
There’s even a special sports 
tape covering eight major 
sports games! Plus the official 
Konami® and Ultra® tapes! 


Our Editors Put Together 
The Best... 

Our tapes are carefully ed- 
ited and produced to cover 
the most helpful highlights. 
We don't just tape a game 
and let it run on and on. Our 
experts share their proven tips 
and techniques with you 
every step of the way! 


Created By Real Game 
Players For Game 
Players... 

Every GAMETAPE includes 
detailed, easy-to-follow, step- 


GAMETAPE 


Volume 1, Volume 1, Volume 1, Volume 1, 
Number 3 Number 4 Number 5 Number 6 
Castlevania Il: Bases Loaded, The Adventures Teenage 
Simon’s Quest, Bandai Golf, of Bayou Billy, Mutant Ninja 
Thundercade, Baseball Stars, Blades of Steel, Turtles, Metal 
Strider, & P.O.W. Super Dodge Castlevania, & Gear, Skate or 
(also includes a Ball, Goal, Track & Field Il Die, & Defender 
BONUS Quick- Hoops, Tecmo of the Crown 
Look at Wrestle- Bowl, & Lee 
mania) Trevino’s 
Fighting Golf 


by-step instructions from our ex 
pert game players. Actual game 
footage shows you how to get 
through difficult spots, and pro- 
vides tips on how and where to 
find hidden power-ups, treasures, 
weapons, and other important 
items. Plus lots of advice on how 
to get higher scores. 


Gare Plgyers 
able at lea 


You'll see important action (while 
the narrator tells you what’s hap- = 


— — —  — — — — Clip out this order form and) 


z eres 3 
GAMETAPES, Game Player's Magazine, P.O. B x 29364, Greensboro, NC 27429 : 
| 
YES! Rush me the GAMETAPE(S) checked below! 
| Charge: _IVISA [_JMasterCard (American E = 
| Signature 
Card # 
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| Address 
| City State Zip 
| (Make check out to: Game Player's) 
| GAMETAPE #1 
| GAMETAPE #2 
GAMETAPE #3 
| IGAMETAPE #4 
| 


Exp. Date 


$12.95 per tape 


GAMETAPE #5 
GAMETAPE #6 
Add $2 for the first tape and .50 for 


each additional tape Shipping & Handling 
| (Please allow 4-6 weeks for delivery.) 
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level dungeons to conquer. 

What Faery Tale offers, quite 
simply, is a highly workable inter- 
face and an always intriguing, 
graphically beautiful world. Inmy 
experience, those two features are 
exactly what most fantasy adven- 
ture games lack. 

Near a forest, Julian defeats two 
1 swordsmen. Note that moving 


through the forests is much slower 
than moving across grasslands. 


A fight with two swordsmen at 
the tombs of Hemsath. Inside the 

2 tombs, Julian will find the bones 
requested by the spiritin the crypt. 
Remember midnight. 


Inside the tombs of Hemsath, Jul- 
ian comes across a mazelike series 

3 of corridors and gold doors. He'll 
need lots of gold keys, and mak- 
ing a map won’t hurt. 


The journey through Grimwood 
Forest is both fascinating and frus- 

4 trating. Itis a truemaze,and you'll 
need a large number of bird to- 
tems. 


Julian stands at the entrance to the 
witch’s castle. Getting here has 

5 been a long, exhausting trip, but 
the reward inside is well worth 
the effort. 


Playing The Game 


Here are some hints to get you 
started with Faery Tale Adventure. 

As Julian, you start the adven- 
ture in Tambry. The first step is to 
enter each building and find what's 
inside. Usually there’s a fireplace; 
walk to it and select the Take com- 
mand. You'll find jadeskulls, green 
jewels, and keys of all kinds. Also 
try the Look command whenever 
you're inside a building. Often 
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you'll find items hidden beneath 
rugs. 

Before leaving Holm, enter the 
tavern and buy some food. You 
can’t carry any food with you (one 
of the few aspects of Faery Tale I 
don’t like), but eventually you'll 
find a place that gives you at least 
a little storage. 

Leave Tambry (after saving the 
game) and be ready to flee. Try to 
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avoid battle at this point — your 
measly dagger and pitiful strength 
wont get you past anybody. If you 
can’t avoid battle, use a jade skull 
to kill everything on the screen. 
Then search each body and try to 
find a mace or sword. If you find 
one, switch from the dagger to the 
better weapon, save the game, and 
keep on going. Take the road south, 
and see what's in the treasure chest 
you'll find a short distance from 
town. 

Keep walking until you reach 
the graveyard. Enter the gate at the 
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northeast corner and patrol the 
fence (but stay away from the gate). 
When skeletons or brigands ap- 
pear, walk to the fence and start 
fighting. You can kill them, but 
they can’t kill you. Whena group is 
defeated, search each body. You're 
sure to find weapons, and with 
each victory you grow stronger. 

Besure to collect any jadeskulls 
you can find. You’ll need them if 
the evil magic-users descend on 
you. Stay in the cemetery until you 
start getting hungry, then save the 
game and head back to the inn at 
Tambry. Buy some food, then en- 
ter a building and walk to the bed. 
Wait a couple of seconds, and Jul- 
ian will lie down to sleep. He needs 
it. 

After waking up, leave Tam- 
bry and head north. Stop to talk 
with the hermit at the bridge, then 
cross the bridge and walk toward 
Vermillion Manor (see your map). 
Be sure to do away with any foes 
you come across, then search their 
bodies to take what they have. In 
particular, you need keys. 

When you reach Vermillion 
Manor, be kind to the beggar, then 
approach the door and use a key. 
Enter the Manor and search for 
items. 

Grimwood Forest looks entic- 
ing, but don’t bother with it yet. 


a a a a a a a a s a 
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Instead, go back to Tambry, feed 
yourself, and sleep. Then head 
down the road past the graveyard 
toward Markeim. 

In Markeim, enter every build- 


ing (you'll need scads of gray keys) 
and talk to every character who’s 


‘When Julian faces the witch, the 
trick is to avoid the light from her 

] eyes. Then, no matter what she 
says, take your sword and start 
swinging. 


These stone circles are scattered 

2 across Holm. With the blue stones, 
youcan teleport from one circle to 
the other. 


Once Julian has the golden lasso, 
he can mount the swan. Some 

3 places are surrounded by moun- 
tains, accessible only with the 
swan’s help. 


Aboard the swan, Julian flies over 
the great bog. By checking the 

4 overhead view, you can find in- 
teresting locations not shown on 
the map. 


willing. In one building you'll find 
fruit. Take it, but don’t let yourself 
get hungry or you'll start using it 
up. You'll need the fruit for the 
trips to Hemsath’s Tomb, the 
Dragon’s cave, and Grimwood. 
Finally, enter the castle and visit 
the king. He’ll give you some 
important directions. 

Now leave Markeim and head 
along the road away from Tambry 
(i.e., toward the sea). You'll visit a 
couple of places along the way, 
but your destination is the Watch 
Tower. 

Inside the tower, you'll find 
something extremely useful. Stand 
at the water’s edge and use it — 
this item completely changes the 
game. Note, however, that you 
don’thave to visit the Watch Tower 
to obtain this item. You can also go 
to Turtle Point, where you'll find 
some eggs. Life is precious, so 
protect these eggs at all costs. You 
should end up with the same item. 

When you're atop the turtle’s 
back, visit the Isle of Sorcery. On 
this island is a single lonely castle. 
Visit the place, listen to the sorcer- 
ess, and take whatever she gives 
you. You'll need five of these items 
to finish the quest. 

Be sure to visit Tambry or 
another inn often. You can sleep in 
almost any building you find, but 
you can buy food only at the inns. 


The fruit you found in Markeim 
will take youa long way, butif you 
use it up, you won’t succeed in 
Grimwood Forest. 

From Sorcerer’s Isle, return to 
the mainland and head down the 
road back to Tambry. Along the 
way you'll find a scroll telling you 
to meet someone somewhere at a 
particular time. Go there, and find 
out what he wants. Then it’s off to 
the tombs. 

The mazelike tombs can be an 
inordinate waste of your time. Just 
bear in mind that there’s only one 
route worth taking. Save your 
game at the entrance, then try the 
middle route, the left route, and 
each of the two routes to the right. 
One of these will lead you where 
you want to go. The others do 
nothing but consume time, energy, 
and keys. To get what you need, 
you must have lots of gold keys. 
Crystal orbs will also come in 
handy. 

After returning to the ceme- 
tery, explore for awhile. Head to 
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Sea Hold, where another impor- 
tant item awaits. Use the bird to- 
tems to discover new buildings 
and visit them all. More than any- 
thing else, discovery is great fun. 

At last, it’s time to tackle 
Grimwood. Before youstart, make 
sure you havea very large number 
of bird totems. Grimwood is a 
superbly constructed maze, but 
you can find your way around 
with views from above. There are 


two entrances, both on the west 
side. One entrance, after a long 
and tortuous trail, leads toa lonely 
outpost. The other, after an even 
longer and more tortuous trail, 
ends up at the witch’s castle. 

The trick in Grimwood is to 
head for a crossroads, save the 
game, use a bird totem to find out 
which direction to head next, and 
then restore the game you just 
saved, which gives you back your 
totem. Your goal is the witch’s 
castle, where you'll find something 
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At the edge of an oasis in the burn- 
ing waste, Julian flies over a beggar 

1 seated in the sand. Give him gold; 
he has valuable information. 


As the battle of Sidi Rezegh opens, 
the Allied forces (red) prepare to 
defend Hill178 against theadvanc- 

2 ing German infantry (gray). Note 
the map-and-counter look of the 
graphics. 


The opening screen of the invasion 

3 of Malta scenario. German para- 
troopers have already taken the 
airfield. 


Allied forces wait in their fortifica- 

tions on Malta for the enemy to 
4 land. The fortifications are a stiff 

challenge for the Germans. 


you'll need to control the creature 
on the game’s other major island. 
Once you've reached that island, 
Faery Tale Adventure is spectacular. 


The Desert Fox 


Recently I discussed an advance in 
war game graphics that was des- 


tined to change computer war 
gaming for good (Game Player's 
Vol. 1, No. 5). SSG’s Decisive Battles 
of the American Civil War (Volume 
2) featured full-color graphics 
without a hexagonal grid, and 
playability was dramatically im- 
proved. Well, the lads from Aus- 
tralia have improved things even 
more. 

Rommel: Battles for North Africa 
has been given the same treatment 
— except the graphics are even 
sharper and more attractive than 
in Decisive Battles. The desert looks 
like desert, the beaches like 
beaches, the airfields like airfields, 
and the ridges like ridges. Best of 
all, the unit symbols look as good 
as the cardboard markers found in 
board games. Maybe even better. 

Thanks to the improved graph- 
ics, plus SSG’s fast-playing battle- 
front system, Rommel is a pleasure 
to play. The scenarios take you 
through the battles of Syria, Sidi 
Rezegh, Cauldron, Alem el Halfa, 
Kasserine, Maknassy, and Te- 
bourga Gap. There’s even a sce- 
nario depicting the canceled Ger- 
man invasion of Malta. 

It must be pointed out, how- 
ever, that the battlefront system is 
getting a bit overdone. SSG has 
other systems planned; let’s hope 
they receive the same superb 
graphics treatment. GP 


n last month's Sega Players 
column we previewed 
some of the many new 
games coming out for the 
Genesis and Master System. One 
Genesis game, Forgotten Worlds, 
has become a favorite here at Game 
Player's. Since it should be widely 
available by the time you read this, 
we decided to take a closer look at 
what's sure to be a real hit. 

And for the Master System, 
we'll check out a popular personal 
computer game that has made its 
way from floppy disk to cartridge 
— King’s Quest. Quietly released a 
few months ago, King’s Quest isan 
underrated game that deserves a 
lot more attention than it’s been 
getting. We'll provide a few tips to 
assist you in your quest for the 
king’s shield. 

The time is the distant future. 
Havoc reigns all over the planet. 
Once-proud cities lie twisted and 
smoldering, the countryside is 
dominated by alien monsters and 
strange machines, and there isn’t a 
single person in sight. And ruling 
this chaos is the evil King of Gods, 
whose forces now occupy the land. 

Just when all hope seems lost, 
two men come with the courage to 
fight back. Armed with what 
weapons they can afford, the two 
warriors begin their long battle 
through the forbidden territories 
of the enemy. 
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Worlds 
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The enemy is strong. Backed 
by countless alien soldiers, the 
King of Gods terrorizes the 
planet. 


Determined to find the en- 
emy’s stronghold, two men 
set out to challenge the 
Usurper. 


As you move through each 
new land, be sure to collect 
the blue Zennys that appear. 
This is the currency you'll use 
inthe shops, two oneach level. 
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Inside the shops, you can purchase weapons, armor, first aid, and even 
S be GS A 5 information about enemy weaknesses and potions of resurrection. 

Aim carefully while inside this alien machine. If you puncture the pipes, 

plumes of deadly blue gas will spray out. And the gears can move suddenly 


6 and crush you. 
iP L AY Pe ee S Paramecium, the first boss, releases a swirling defense of energy and shoots 
projectiles with deadly accuracy. Clear a hole in the ring of energy balls and 


move in, firing at his mouth. 


{MEET} 


On levels 4 and 5 you must pass through arrays of 
11 electrodes. Watch them as they rotate. Electricity arcs 
across the gap between pairs of electrodes. 


The Sphinx at the end of level 4is a threefold terror. First, 
12 its head and body will separate, and you must destroy 
each part. 


Then this worm rises from the remains of the Sphinx. It 
13 is a fast-moving and tough enemy. Stay to the inside as 
it whirls, shooting the gyroscope just behind its head. 


14 To defeat Osiris on level 5, stay close to the pillars at the 


right of the barge. Fire continuously and duck throughas 
the pillars open. 


19 Our heroes fight courageously toward the final battle. 


The final level. You rise slowly up this long chamber 
20 toward the King of Gods. Keep to the sides and shoot 
upward to intercept enemies before they can attack. 


You've finally reached the King of Gods, seated above 
you in his throne, First, though, you must deal with 
21 these vicious guards. Don’t try to fight them all. Shoot 
instead at the boss. Eventually he'll lose power and the 
heads will disappear. 
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Push aside this rock in the forest. 
i Beneath it is a hole that conceals 
y mn Qe / : 4 something you'll need later. 


a) ee 8 eee : ‘ The next item you'll need is hidden 
: in this tree. To find it, start climb- 


ing. 


af X 2 Grab the golden egg in this bird’s 
nest. But don’t eat it for breakfast — 


save it for somebody else. 


‘A 


King’s Quest 


With more than a million copies 
sold, the King’s Quest series ranks 
among the most popular graphics 
adventure games ever written. But 
until recently you needed a per- 
sonal computer to play these en- 


Goa This brown patch of soil looks like fertile ground. It 
Siren eaaaes that. King’s 7 might be a good place to plant something...like beans. 
Quest has been converted from The two people sitting at this table are very hungry. If 
floppy disk to cartridge for the 8 we a Eee they'll reward you with their 
Master System, and very little has ae aaa 
been lost in the translation. As in 9 If you fall into a lake, you'd better start swimming fast, 


the computer version, you play Sir or you'll drown. 


Graham ona quest for the king. If Lower the rope into this well, then climb down. Be 
you can recover some valuable 10 ready to start swimming as soon as you reach the bot- 
items, you'll earn a great reward. tom. 

King’s Quest can be frustrating 
if you've never played this kind of 
adventure game, however. In case 
you’re stuck, we'll give youa head 
start. The hints and tips shown 
here will help you find the first two 
items: the king’s mirror and his 
shield. 


This crotchety old gnome will ask you a question. A 
clue to the answer is in the note you found in the 
witch’s house. 


Jump in the air and let this condor grab you. It'll carry 
you very near to the entrance of the leprechaun’s cave. 
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Another food item you need is in this gar- 
4 den. (Think of Bugs Bunny’s favorite 
snack!) 


The elf who lives near this lake will give 
5 you the ring of invisibility. It comes in |@ 

handy when dealing with some of your 
enemies. 


You'll come across a bowl in this clearing. 
6 It’s empty, but take it anyway. It might 
prove useful later. 


After swimming through an underwater hole, you'll find 
11 yourself battling this dragon. But if you win, the prize is 
the king’s gleaming mirror! 


Inside the witch's house, you'll find a note on the night- 
12 stand. Read it — there’s a valuable clue. Check the cup- 
board next to the fireplace, too. 


The goat inside this corral might make a good traveling 
13. companion. To get him to follow you, show him some- 
thing to eat that you're carrying in your pocket. 


14 There’s a terrible troll guarding this bridge. Maybe your |= 
traveling companion can help. 


echauns are heres 
ua annpued by uo 
presence ft 


atoh out 


let you pass if you’re carrying a lucky charm. 


The king’s shield is in this room full of lepre- 

chauns. It'll be easier to steal it if you distract 
18 them with some music. Take the leprechaun 

king’s scepter, too, if you want to escape. 
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o other hand-held game 
machine even comes 
close. That’s the unani- 
mous conclusion we 
reached at Game Player's 
after our first thorough test of the 
Atari Lynx — the world’s first and 
only hand-held videogame system 
with a full-color screen. 

Its color graphics and stereo 
sound set it apart from all other 
battery-powered videogame sys- 
tems on the market. In fact, itboasts 
eye-popping graphics (consider- 
ing its size) and thundering sound 
effects better than anything we've 


& 


experienced so far on the full-size 
Nintendo Entertainment System, 
Sega Master System, and Atari 
7800. Indeed, the Lynx comes close 
to matching the advanced graph- 
ics and sound offered by the Sega 
Genesis and NEC TurboGrafx-16. 

Of course, a small screen will 
always seem to offer higher defi- 
nition relative to a large screen (all 
other things being equal), but the 
Lynx’s 3-D animation capabilities 
in some games are clearly first rate 
by any standard. 

One editor dubbed the Lynx 
“the Amiga of hand-held game 
machines” — a label that fits in 
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Atari Lynx: 
Hand-Held 
Breakthrough! 


Tom R. Halfhill 


more ways than one. Like the 
Amiga personal computer, the 
Lynx has graphics and sound 
capabilities that outmatch every- 
thing in its class. And it’s no coin- 
cidence that some of the same 
people who designed the Amiga 
back in 1985 also helped design 
the Lynx. 

The screen photos here offer 
just a glimpse of the Lynx’s capa- 


“i 


bilities. The Lynx we tested, < 
preproduction prototype, sufferec 
from uneven illumination acros: 
the backlit liquid-crystal display 
(LCD) screen. As a result, some o: 
our photos are a little too dark a 
the top and bottom and a littl 
washed out in the center. This ef 
fect was not as obvious on the 
actual screen, and other Lynxe: 
we've seen did not have this prob 
lem. 

Also, still photos don’t convey 
the impact of the Lynx’s lifelike 


] Atari Lynx: Full-size perfor- 
mance in a hand-sized package. 


The scrolling scenery in Blue 

2 Lightning is better than anything 
we've seen so far on any home 
videogame system. Just don’t fly 
too close to those trees! 


Ifskimming the treetops doesn’t 
3 elude your enemies, try diving 
through the clouds. 


During the ground-attack mis- 
4 sion, you have to maneuver your 
jet through these desert mesas. 
The animation is incredibly life- 
like. 
5 Keep those enemy fighters off 


your tail, or you'll end up in a 
cloud of smoke. 


animation. To reach your own 
conclusions, you need to pick up a 
Lynx, plug ina pair of stereo head- 
phones, and experience it for your- 
self. 

Finding a Lynx might not be 
easy, however. The Lynx was 
scheduled to appear in stores 
around Thanksgiving, but Atari 
says production will be very lim- 
ited at first, and most people proba- 
bly won’t get a chance to buy one 
until early or mid-1990. 

Another potential problem is 
the price. At $169.99, the Lynx costs 
almost twice as much as a Nin- 
tendo Game Boy, and nearly as 
much as a full-size Genesis or 
TurboGrafx. It’s not clear how 
many people are willing to spend 
that amount on what will proba- 
bly be a second game machine. 

But one thing is clear: Many 
people who see a Lynx will want a 


Lynx. And whether or not the Lynx 
becomes a success, it points the 
way to the future of hand-held 
videogaming. 


An Amazing 
Maze Of 
Mesas 


According to Atari, eight games 
willbe available soon after the Lynx 
comes out. All eight were designed 
by Epyx, the company which de- 
veloped the Lynx and sold the 
marketing rights to Atari. So far, 
we've tested three titles: California 
Games, to be included with every 
Lynx; Blue Lightning, an air combat 
game; and The Gates of Zendocon, an 
arcade-style shoot-em-up. Of the 
three, Blue Lightning probably has 


1 InCalifornia Games, youcancatch 
thecurl withouteven getting your 
feet wet. 


Hee-hee-hee, wipeout! If youdon’t 
2 hang ten you'll be gulping salt 
water. 


Attention to detail — like this 
3 flying pelican — adds. a touch of 
humor to California Games. 


A poor performance during the 

4 BMX biking event in California 
Games leads to this sarcasticevalu- 
ation. 


If you think wiping outonasurf- 

5 board is bad, wait until you skin 
your knees on this California 
Games concrete half-pipe. 
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the most impressive graphics and 
California Games the most interest- 
ing game play. 

In concept, Blue Lightning is 
similar to Top Gun on the NES and 
After Burner in the arcades. It’s not 
a true flight simulator — although 
youcan steer your jet left, right, up, 
and down, you can’t perform such 
maneuvers as rolls, loops, and 180- 
degree turns. You're always mov- 
ing forward at a constant speed, 
and the viewpoint is from directly 
behind your jet. Takeoffs and land- 
ings are automatic. 

Instead of emphasizing flight 
skills, Blue Lightning stresses ac- 
tion. In mission 1, you engage in 
dogfights with enemy jets. Youcan 
respond with rapid-fire cannons 
and air-to-air missiles. You have 
an inexhaustible supply of ammu- 
nition for your guns, but a limited 
supply of missiles. 

Although it’s not too difficult 


y 


to shoot down the enemy planes 
with cannon fire, the guided mis- 
siles are much more effective. 
Whenever a hostile jet comes 
within range, brackets appear on 
the screen to indicate that your 
plane’s computer has locked onto 
the target. When you launch a 
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When you blow a skateboard 
stunt, the computer tells you 
what you did wrong. 


Footbagging is the final event in 
2 California Games. That's San Fran- 
cisco in the background. 


Each round in The Gates of Zen- 
docon begins with your ship tak- 
ing off from one of these repair 
bases. 


Frightening monsters are every- 
4 where in Zendocon. This guy is 
the brains of the operation. 


These crystalline structures hover 
like clouds in Zendocon. But if 
you collide with one, you'll find 
out they’re as solid as rock. 


missile, it whooshes off and starts 
following the enemy jet. If the 
enemy doesn’t quickly move out 
of range, the missile chases him 
down and destroys his plane in a 
fiery explosion. 

In mission 2, you make low- 
level attacks against ground tar- 
gets, pouncing on tanks and con- 
voys with your guns and missiles. 
This mission contains some of the 
most spectacular scenery of the 
game, and it opened our eyes to 
the startling graphics potential of 
the Lynx. 
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Inonescene, you fly low across 
a desert and attack targets lurking 
within a range of Western mesas. 
You need quick reactions to steer 
your jet through this mountainous 
maze. The colorful terrain flashes 
by with impressive realism. One 
wrong move and you'll splatter 
your jet against the face of a cliff in 
a tremendous explosion. The simu- 
lated 3-Danimation beats anything 
we've seen on a full-size NES or 
Sega Master System. 

Blue Lightning has dynamite 
sound effects, too. Although the 
Lynx’s tiny built-in speaker is 
adequate, a pair of stereo ear- 
phones makes a huge difference. 
You can feel the whoosh of the 
missiles, the pounding of your 
guns, and the explosions of enemy 
targets — all above the deep- 
throated roar of your jet engines. 

California Games offers more 
variety than Blue Lightning. It’s 
actually four games in one: surf- 
boarding, skateboarding (on a 
concrete half-pipe), BMX biking, 
and footbagging. Each event has a 
time limit during which you try 
for the highest score. The graphics 
are exciting — particularly the 
zoom effect in the skateboarding 


event and the wipeouts when 
surfing. Overall, California Game: 
is remarkably like the computer 
version from which it was adapted. 

The Gates of Zendocon is per- 
haps the least interesting game of 
the three. Although the graphic: 
and sound effects are excellent 
the pattern is repetitive. You fly a 
spaceship from left to right against 
a scrolling background, maneu- 
vering through flocks otf weird 


creatures and enemies. At the end 
of each round you pass through a 
gate that leads to the next round. 
Each round has more unique crea- 
tures, but the action is always the 
same. Nevertheless, the game does 
show off the graphics capabilities 
of the Lynx. 

All three titles reinforced our 
conclusion that the Lynx isa break- 
through videogame system that 
just happens to fit in your hand 
and run on batteries. In fact, we’d 
like to see more animation like this 
on a full-size game machine! 
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ecause the Amiga is such 
a powerful personal 
computer, many game 
designers feel obligated to 
make their creations as complex as 
possible. As a result, some flight 
simulators practically require a 
pilot’s license just to get off the 
ground, and some sports simula- 
tions make you pick teams, train 
players, and memorize an entire 


playbook before you can start a 
single game. What these architects 
of the arcane forget is that some- 
times the simplest games are the 
best. 

Acasein pointis Broderbund’s 
Shufflepuck Cafe. This game was a 
big hit on the Macintosh, whose 
tiny black-and-white screen hardly 
makesita gamer’s dream machine. 
Although the graphics benefit 
considerably from the Amiga’s 
color screen, super-realistic 3-D 
effects aren’t the point of this game. 

Shufflepuck Cafe brings to the 
Amiga the sport of air hockey, a 
direct descendant of Pong, the 
original videogame. The object of 
Shufflepuck Cafe can be explained 
in one sentence: You hit an elec- 
tronic puck with a paddle, trying 
to send it past the paddle of your 
computer opponent. 

Admittedly, there are a num- 
ber of enhancements in this ver- 
sion. It’s three-dimensional instead 
of two—the court has been turned 
into a table that extends toward 
the back of the screen. You're al- 
lowed to tailor the response of your 
paddle somewhat, controlling the 
amount of both the forward 


SIMPLE 
PLEASURES 


Sheldon Leemon 


Shufflepuck Cafe: This ain’tno singles 
bar. Thisis the last den of air hockey 
enthusiasts, and you can challenge 
any of these weirdos to a game. 


Biff Raunch is the reigning Shuf- 
flepuck champion. He cackles 
whenever he scoresa point, growls 
when you score a point, and calls 
youa wimp if you’rea lousy player. 


Paperboy: Hazards abound in sub- 
urbia. Watch out for wrought iron 
gates, hostile residents, sewer 
grates, dogs, cars, and skate- 
boarders. 
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bounce and power and the side- 
ways bounce and power. You can 
also designate a different response 
when the mouse button is pressed 
than when the button is up. Even 
with all these extras, however, the 
game still is much simpler than 
your typical F-18 flight simulator. 

Shufflepuck Cafe proves that 
even a simple game can be enter- 
taining when executed with style 
and wit. Itsets the air hockey match 
in an intergalactic bar like the one 
in Star Wars, with a host of amus- 
ing alien opponents for you to play. 
Starting with the training robot, 
DC3, and working up to the reign- 
ing champion, Biff Raunch, these 
opponents provide a wide range 
of skills and playing styles against 
which you may sharpen your 
game. 

The on-screen characters even 
exhibit a little personality. For 
example, Lexan, a lizardlike lush 
who holds a cocktail glass while 
he plays, starts out quite tough. 
Butas the game progresses and his 
glass empties, his play becomes 
increasingly sloppy. Although the 
upper tier of opponents is hard to 
beat, pushovers like Skippy and 
Visine make the game fun for even 
the youngest players. 

Another simple game that 
succeeds because of a fresh con- 
cept is Mindscape’s Paperboy. It 
combines a shooting game with a 
race game, but instead of shooting 
laser bolts or bullets, you're lob- 
bing newspapers. And instead of 
driving a Ferrari, you’re pedaling 
a Schwinn. The object of the game 
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is to ride down the street, avoiding 
such obstacles as cars, pedestri- 
ans, and dogs, and deliver your 
newspapers by tossing them into 
delivery boxes. 

Just to inject a little antisocial 
element into the game, you also 
get points for tossing papers 
through the windows of nonsub- 
scribers, and for knocking over 
gravestones, garbage cans, and 
birdbaths. If you get to the end of 
the street, you can pick up extra 
points by hitting targets on a prac- 
tice range. 

All this may not sound impres- 
sive, but Paperboy has the one 


quality that is the hallmark of a 
good arcade game — it’s addic- 
tive. It’s almost impossible to fin- 
ish at first, but you get further 
each round, so you feel if you play 
just one more game.... 

Another enjoyable diversion 
from Mindscape is Fiendish 
Freddy's Big Top O’ Fun. Rather 
than a single game, it’s a lot of 
games put together. With its 
multiple segments and cartoon- 
like graphics, it bears a resem- 
blance to Cinemaware’s The Three 
Stooges, and it shares a similar 
premise. Your circus owes a lot of 
money to a ruthless banker, and 
you must raise the money by 
successfully completing a num- 
ber of circus acts. There’s just one 
complication: You must overcome 
interference from animpish clown 
named Freddy, who wants to see 


When a game ends, your perfor- 
] mance as a paperboy becomes 
headline news. 


Fiendish Freddy: The human can- 
nonball is one of six acts you must 

2 perform to save the circus from 
bankruptcy. 


Juggling on a unicycle is tough 

3 enough, but things get even worse 
when Fiendish Freddy (right) 
tosses you a bomb. 
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your circus fail. 

Some of the circus games in 
Fiendish Freddy are not only simple, 
but also reminiscent of classic 
computer games. For example, the 
sequence in which you play a 
human cannonball is very similar 
to a BASIC target game that was 
popular at the dawn of the per- 
sonal computer era, and the tra- 
peze sequence plays a lot like the 
ancient Jungle Hunt arcade game. 

The juggling and tightrope 
segments are genuinely challeng- 
ing and require plenty of practice 
to master. But the knife-throwing 
act requires little more than push- 
ing the fire button at the right 
moment, and the high-dive event 
— in which you must move the 
joystick rapidly back and forth in 
order to spin your diver — is a lot 
like the sprinting games in which 
your racer’s speed depends on how 
fast you push the joystick button. 

The cartoonlike graphics in 
Fiendish Freddy are very nice, but 
they expand an otherwise simple 
game to a three-disk set. Unless 
you have three floppy drives or a 
hard disk, prepare for a lot of disk 
access and swapping. Fiendish 
Freddy, perhaps, could use a little 
more simplicity — to achieve faster 
loading and more satisfying game 
play. 

GP 


y now, the third Indiana 

Jones movie is no longer 

big news. Indiana Jones 

and the Last Crusade was 

well done, surpassed the relent- 

less action and special effects of 

Indiana Jones and the Temple of Doom, 

and nearly matched the excitement 

of Raiders of the Lost Ark. Sean Con- 

nery was just fine, Harrison Ford 

was even better, and the box office 
receipts were substantial. 

But the spin-off products lin- 


ger on. Among them are two 
computer games based on the 
movie, both from Lucasfilm (who 
else?). One game is a full-blown 
graphics role-playing adventure, 
not yet released for the Commo- 
dore 64. The other game — what 
64 owners got instead — is the 
significantly less impressive Indy: 
The Action Game. 

Less impressive, yes. But it’s 
still good for a bit of arcade-style 
fun. 

Indy: The Action Game has 
four levels. In the first, you guide 
Indy toward the Cross of Coro- 
nado. After that, you must help 
him find the Crusader’s Shield. 


Neil Randall 


Next, it’s into a fortress to locate 
the Grail Diary. Finally, you help 
Indy save his father’s life by find- 
ing the Holy Grail itself. 


As Indy’s adventure begins, he 
stands atop a ledge near a rope. 

1 Watch out for falling shards, and 
be wary of the guard who waits at 
the bottom of the rope. 


After getting past the first guard,a 

2 torch lies to Indy’s right. The 
torches are vital on level 1; if you 
don’t find them, the screen goes 
dark. 


The trick here is to lower yourself 
to the bottom of each rope before 

3 jumping to the next one, Other- 
wise, Indy will hit his head on the 
cavern ceiling and fall into the 
water. 


Atthe end of the first stage of level 
1, a rope leads tantalizingly up- 
4 ward. But watch out for the robots 
ascending and descending the 
ropes. Waituntil therobot appears, 
then grab the torch and climb up. 
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Each level features a series of 


scrolling screens. You guide Indy 
with the joystick, making him run, 
jump, climb, or crouch. His only 
weapon is a leather whip, and 
you'll find whips scattered 
throughout the first and second 
levels. However, the whip func- 
tions as a weapon only on level 1. 
On level 2, you need it primarily to 
swing from window to window. 

Each whip is good for five uses. 
If you fail to save enough uses on 
level 2, you won't make it through. 
It’s as simple as that. 

To get through level 1, you 
mustalso collect a series of torches. 
Each torch lights an area for a short 
period of time. If you fail to reach 
a new torch, the screen starts to 


Zo ae 
darken. If it blacks out completely, 
Indy loses a life. As you might 
expect, the torches are arranged so 
Indy must keep going at full tilt, 
which means you'll need consid- 
erable practice before completing 
the level. 

Two hints for level 1: First, 
remember that pulling back on the 
joystick makes Indy duck; this is 
extremely useful when approach- 
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ing gun-totin’ enemies. Second, if 
you can afford the time, wait until 
you see the robot at the bottom of 
the rope before taking the torch 
that’s waiting there. Then climb 
slowly up the rope behind the robot 
and head to your left, not your 
right. 

To finish level 2— actually the 
most difficult level of all — you'll 
need the secret decoder included 
with the game. Only by entering 
this level through the correct pas- 
sage will you find the Crusader’s 
Shield. Time your jumps carefully 
and conserve your whips. It’s not 
necessary to visit every nook and 
cranny of level 2 in order to master 
it. 

Level 3 is surprisingly easy. 
Youneed to collect passes through- 


out this level, but not even the 
guards seem particularly inter- 
ested in stopping you. Just head 
to your left, descend a series of 
ladders, get rid of the person 
guarding the Grail Diary, and 
jump toward the diary to retrieve 
it. Next, head toward the opposite 
end of the building to find an es- 
cape route. If you make it this far, 
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The robot-ropes end as the second 
stage of level 1 begins. Move Indy 

] high on the rope before leaping to 
the next stage, then be on the look- 
out for a gunman. 


The Cross of Coronado is visible 

2 ona ledge above Indy’s head. Indy 
must retrieve the cross to escape 
level 1. 


With cross in hand, Indy finishes 
level 1 by hopping atop the circus 
3 train. To reach level 2, you must 
avoid the giraffes, a trigger-happy 
guard, and a few other obstacles. 


At the start of level 2, Indy must 
decide which route to take. The 

4 goal is the Crusader’s Shield, but 
it appears only if Indy goes the 
right way. To help you choose, 
use the 3-D glasses included with 
the game. 


the rest of level 3 should pose no 
challenge at all. 

The fourth level, on the other 
hand, is both difficult and frustrat- 
ing. Your task is to reach the Grail 
before your father’s heart (dis- 
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played at the bottom of the screen) 
stops beating. Getting to the Grail 
is a matter of timing a few jumps 
carefully, then discerning a pat- 
tern along a particular series of 
jumping blocks. You must not stop 
to rest, and you must not miscalcu- 
late. At first you'll die so often that 
you'll be forced to start over. 

My main criticism of Indy: The 
Action Game is that levels 3 and 4 
are only mediocre. After working 
very hard to finish level 1, then 


mastering a couple of new tricks 
on level 2, the final two levels seem 
almost carelessly thrown together. 
Another problem with the game is 
that once you’ve completed the 
quest, there’s no point in playing it 
again. Aside from that, Indy is fast, 
colorful, and addicting, particu- 
larly during the first half of the 
adventure. 

In other words, it’s a bit like the 
movie. 
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nly four months old, 
NEC’s TurboGrafx-16 
is still an infant as 
game systems go, but 
italready faces tough competition. 
The TurboGrafx has to prove its 
worth against the well-established 
Nintendo Entertainment System 
and fellow upstart Sega Genesis. 
That means it needs games. 
Lots of games. And some of the 
games simply have to be good. 
To a large extent, sales of the 
TurboGrafx during the holiday 
season depended on the first batch 
of available games. We've already 
covered three of those titles (Keith 
Courage in Alpha Zones, Victory Run, 
and The Legendary Axe) in previ- 
ous issues. Now it’s time to look at 
the second wave — the six new 
games that carried the TurboGrafx 
through its first holiday shopping 
season. 
It’s not a bad start. There’s 
certainly some variety for the 
TurboGrafx player to choose from. 


Dungeon Explorer 


Dungeon Explorer may well be the 
cream of the crop if you like fan- 
tasy role-playing games better than 
shoot-em-up action games. Dun- 


Neil Randall 


geon Explorer has good graphics 
and rich game play, and working 
your way to its conclusion is re- 
warding. 

The game takes place in a land 
called Oddesia. You’ve been sum- 
moned Fy the former king of this 
land to find an ancient artifact 


Dungeon Explorer: You stand be- 

] fore the king, who assigns you 
the task of finding the missing 
ORA stone. 


Dungeon Explorer: Inside the first 
2 dungeon, you throw yoursword 
through an attacking creature. 


Power Golf: To make this short 
3 chip to the green, a pitching 
wedge is called for. 


Power Golf: When putting, pay 


4 attention to the slope of the 
green. 
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called the ORA stone. If you re- 
turn the stone to the people of 
Oddesia, peace will be restored. 
Of course, the enemy is also seek- 
ing the stone, so your task is ex- 
tremely difficult. 

As the game progresses, you 
advance through several towns 
and dungeons. The dungeons get 
harder as you go along, but you 
get stronger and your weapons 
become more powerful. No mat- 
ter which of the eight character 
types you choose to be, fighter, 
thief, warlock, witch, bard, bishop, 
elf, or gnome, your capabilities 
increase as you move from place 
to place. 

Dungeon Explorer makes good 
use of the TurboTap accessory. If 
you have a TurboTap, up to five 
people can play, with each player 
controlling an individual charac- 
ter. The idea is for the characters to 
stick together and defeat the en- 
emy through a joint effort. 


Power Golf 


The first sports game to appear on 
the TurboGrafx, Power Golf sets a 
pretty high standard. Except for 
the limited number of golfers 
available (there are only three), 
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China Warrior: Your warrior is 

] poised, ready to strike. Even the 
butterflies are deadly in this 
game. 


2 China Warrior: With only four 
hits left, you meet the evil one. 


3 Vigilante: Early in the game, you 
strike out at your enemy. 


Vigilante: Swinging a chain is 
4 much more effective than punch- 
ing. 


and the limited course options, 
Power Golf is one of the most enjoy- 
able golf games I’ve ever played 
on a computer. 

You can choose from Stroke 
Play, Match Play, or Competition 
Play. In Stroke Play, you are alone 
on the course, trying only to score 
well against the par of the individ- 
ual holes. In Match Play, you com- 
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pete against either the computer 
or another player, and you can 
even try to win each other's clubs. 
Competition Play lets up to three 
players golf against each other, in- 
cluding players of different abili- 
ties. 

You have direct control over 
six factors when taking a shot. First, 
you choose a club, which can be 
anything from a driver to a sand 
wedge. Next, you select the direc- 
tion of your shot. Thenit gets tough. 
By pressing button 1, you set the 
strength of the swing. Then, by 
pressing button 1 again, you can 
decide on the degree of slice or 
hook. When you get really good, 
you can use the directional pad to 
adjust the degree of backspin and 
the trajectory of the shot. 

Putting is easier, requiring 
input for only direction and power. 
The greens are sloped in various 
directions, though, so the process 
is quite realistic. 

If the upcoming baseball and 
tennis games are as good as Power 


70 


Golf, the TurboGrafx could quickly 
become the best sports machine 
around. 


Vigilante 
And 
China Warrior 


Beware: These are violent games. 

Hand-to-hand combat games 
have always been violent, of 
course, but the TurboGrafx’s su- 
perb graphics capabilities raise a 
new problem. These games may 
be overly graphic for some tastes. 

Vigilante is the strongest in this 
sense. As martial arts games go, 
it’s quite good, with very fast ac- 
tion that requires pinpoint control 
of the pad. But the graphics and 
sound are so good that the violence 
is vivid. The first time you attack 
someone with nunchucks, you can 
almost feel the thud of wood 
against your enemy’s body. Then 
it’s on to other weapons, including 
chains, a spiked iron ball, a crow- 
bar, and a switchblade. 

China Warrior is less extreme, 
since not all of your opponents are 
people. Your on-screen character 
must also battle rocks, poison but- 
terflies, and water balls. What's 
potentially disturbing about this 
game, however, is the way in which 
the weapons strike your warrior, 
and the effect on the warrior’s face 
as the objects bounce off his head. 


TURBO. 
PLAYERS 


Violence is an integral part of 
many arcade-style games, espe- 
cially commando and martial arts 
games. But the TurboGrafx’s 
strengths, its finesound and graph- 
ics, could make these games too 
violent for some players, especially 
young children. 


Alien Crush 
And 
Blazing Lazers 


These two games have science fic- 
tion settings, and both are compa- 
rable to earlier arcade-type games. 


Blazing Lazers: At first you have 
] only a single cannon to shoot 
with. Later, things get better. 


Blazing Lazers: With several en- 

2 hancements picked up along the 
way, your ship can penetrate 
deep into enemy territory. 


Alien Crush: One of two main 

3 screens in this otherworldly, 
visually impressive pinball 
game. 


Alien Crush: When the pinball 

4 disappears inside some of the 
creatures, the screen changes. 
Here you must destroy the 
wormlike thing. 


Both are graphically superb, and 
both contain ingenious ideas. 

Blazing Lazers is an outer space 
shoot-em-up. You are at the con- 
trols of aGunhed Star Fighter, and 
you must blast your way past the 
infamous Dark Squadron. The bad 
guys want to destroy Earth, and 
only you stand in their way. 

You're up against an entire 
arsenal of enemy weapons. Mind 
Blowers, Bungo Boxes, Lazer Nests, 
Shrapnoids, Gatling Guns, Battle 
Tanks, and many other hazards 
work to make sure you fail. There 
are even three mystery enemies, 
Space Siren, Master Computer, and 
The Dark Emperor, to make things 
even more difficult. 

Alien Crush is best described as 
nightmare pinball. Every element 
of the pinball table is a living alien 
organism. As your ball bounces off 
bumpersand hits the aliens, it splits 
their brains apart; gets swallowed 
by monsters; and crushes eyes, 
bugs, and other nameless things. 

The game plays at two speeds, 
and you'll probably find the faster 
speed more enjoyable. Even so, this 
graphically excellent (if gruesome) 
game suffers from being somewhat 
repetitive. Beyond collecting mil- 
lions of points and keeping the ball 
in play as long as possible, there 
just isn’t much else to do. 


Progress Report 


The TurboGrafx’s first round of 
games shows off the machine quite 
well. The graphics will get better, 
as will the sound, but the early 
games are good entries in their 
respective fields. The TurboGrafx 
still lacks an absolutely first-rate 
game along the lines of, say, 


Nintendo’s Super Mario Bros., but 
surely that won’t be long in com- 
ing. Until then, these games willdo 
just fine. 


SP 
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difficult. EGAINT also allows you 
to change the appearance of the 
blocks. 


Clones of Tetris are showing up 
everywhere, and the best freeware 
versions for IBM compatibles are 
AINT and EGAINT by Eric Ng. 
AINT stands for “AINT Is Not 


Tetris,” and EGAINT stands for 
“Enhanced Graphics AINT.” 

If you’re at all familiar with 
Tetris, you won't have any trouble 
adjusting to AINT or EGAINT. The 
object is to maneuver falling bricks 
of various shapes and sizes to the 
bottom of a 10 x 24 grid so they 
stack up in solid rows. When you 
complete a solid, unbroken row, 
the bricks in that row leave the 
screen, and the remaining bricks 
sink to take their places. As play 
continues, the bricks fall faster and 
faster. The game ends when the 
bricks have piled up to the top of 
the screen, leaving no room for 
more. 

Although AINT and EGAINT 
are similar, EGAINT has much 
better graphics (though notas good 
as Tetris). The falling blocks in 
EGAINT are more distinct than 
those in AINT, making the en- 
hanced version much easier to 
play. And like Tetris, EGAINT has 
a preview mode that displays the 
next block to fall. 

EGAINT has, however, a 
number of extra features that can 
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CHEAP 
THRILLS 


EGAINT And 
Peter’s Quest 


Arlan R. Levitan 


AINT ain’t Tetris, but it’s close 

] enough to provide a similar chal- 
lenge. This is the standard version 
of the game. 


EGAINT is the Enhanced Graphics 
2 version of AINT. You can play a 
game with the “classic” Tetris-style 
pieces shown here. 
You can choose odd-shaped pieces 
3 in EGAINT that are quite difficult 
to fit together. The window at the 
upper left displays the piece that 
will fall next. 


make a round of EGAINT mark- 
edly different than a round of Tet- 
ris. 

For instance, Tetris has seven 
basic shapes of falling blocks. 
EGAINT offers these “classic” 
shapes plus three additional sets 
of shapes. Some of these extra 
shapes are larger and more irregu- 
lar, making your job much more 
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All these options can be 
changed in mid-game. An on- 
screen help window lists all of the 
keyboard commands. 

If EGAINT starts getting too 
easy, you can begin a game at a 
faster level and start with rows of 
randomly placed blocks already 
stacked at the bottom of the screen. 
EGAINT also has a tournament 
mode which allows multiple op- 
ponents to compete for high scores. 

EGAINT runs on IBM, Tandy, 
and PC-compatible computers 
with EGA graphics. AINT runs on 
CGA systems. Although AINT 
doesn’t have all the options of 
EGAINT, it does have a number of 
“cheat keys” (listed in a separate 
file) that even EGA owners will 
find amusing. 

Both EGAINT and AINT are 
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free — no shareware donation is 
requested. Ng says he wrote AINT 
on a bet after his college room- 
mates dared him to write a working 
Tetris clone in 12 hours or less. Ng 
lost the bet; the first version of 
AINT took him a little more than 
24 hours. Since then, Ng has re- 
vised the program numerous times 
and created the EGA version as 
well. (Turbo Pascal programmers 
will be pleased to find that the 
original source code for both pro- 
grams is available, too.) 


Peter’s Quest 
For Amiga 


PETERS 
QUEST 


© FOR THE LOVE OF DAPHNE © 


David Meny’s Peter’s Quest: For the 
Love of Daphne is a good-looking 
and smooth-playing arcade-style 
game of the Mario Bros. persua- 
sion. Itseems that Peter’s girlfriend 
Daphne has been kidnapped by 
one decidedly nasty Brutus, and 
the only trace of our hero’s true 
love is a trail of hearts that Peter 
must collect. 

Peter’s Quest takes you through 
20 different levels of screens com- 
posed of colored blocks, prickly 
porcupines, elevator platforms, 
and the hearts. Clearing each 


screen of hearts requires a fair 
amount of running and leaping, 
and each screen becomes progres- 
sively harder. You have a limited 
amount of time to complete each 
screen and you win bonus points 
for finishing a screen early. The 


blocks on each level can also be 
searched for magical objects, in- 
cluding the key you'll need to re- 
lease Daphne from her cell on level 
20 (and where you must duke it 
out with Brutus to end the game). 
Mastering the timing of your 
leaps to avoid the porcupines is of 
utmost importance. The critters 
don’t seem to move that quickly, 
but they’re fairly large, and it re- 
quires almost perfect timing to 
clear them consistently. To make 
things even more difficult, the 
game’s allotment of lives for Peter 
is somewhat stingy. Make two 
mistakes and the game is over. 
With its colorful graphics, dig- 
itized sound, and challenging play, 
Peter’s Quest is a showcase for the 
programming prowess of David 
Meny, the game’s 17-year-old crea- 
tor. A tip of the Game Player's hat to 
Dave for placing this fine Amiga 
program in the public domain. 


Peter’s Quest: For the Love of Daphne 
] offers multiple difficulty levels 
and other options. 


The object of Peter’s Quest is to 
collect hearts and magical items 

2 en route to rescuing the kidnap- 
ped Daphne. Looks like our hero 
Peter has been raiding Mario and 
Luigi’s closet. 
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The porcupines in Peter's Quest 


3 are fairly slow, but leaping over 


them isn’t easy. One touch and 
you're dead. 


Some hearts can be reached only 
4 by hitching a ride on the moving 
elevator platforms. 
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A GAME PLAYER'S EXCLUSIVE! 


Matthew A. Firme 


Nuclear war has left New York City in anarchy. The only law is that of survival, and vicious street gangs 
impose their will on the people of the city through intimidation and violence. Of these gangs, the Black 
Shadow Warriors are the most powerful — and the most ruthless. 

Ina corner of the city is a neighborhood free of gangs, where honor still has a place. It is the home of Billy 
and Jimmy Lee and of the Double Dragon Dojo, a martial arts training center and the only real resistance 
to the Black Shadow Warriors’ dominance. Here, the brothers managed to maintain some sense of order. 

Then, one night, the Warriors attacked. When the fighting stopped, only Billy and Jimmy were left — 
and Billy’s girlfriend, Marian, was dead. To avenge her, the two brothers follow the gang through crime- 
infested streets, tracking them back to their leader, the Shadow Boss. 


In Double Dragon II: The Revenge, you can play either Billy or Jimmy on their mission of vengeance. And 
like the arcade game, Double Dragon II has a two-player cooperative mode —a feature that was missing from 
the earlier Nintendo version of Double Dragon. By playing with two people at once, you effectively double 
your fighting abilities and chances for success. 
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nto The Turf 


Socewesanuaen In addition to the basic fight- 
ing moves, you can perform a, 
_— three very powerful martial O 
Pfananannan \WEEEEEBBEM carts maneuvers. One Is the O 
¥3 20003G 0397920 *3 2890590 high Jump kick. Starting from oO 
ymission 1, youmust clearthisbuildingofShadow 2 pecs fede oe oe Ca 
Varrior gangsters. This is the best time to leam Peerage One ate C2 
our basic fighting techniques. pushing both attack buttons, O 


Piaananana 
23092740 99720 %3 099330 


To perform the hyper upper- 


Vhenever you see an en- 
my on a ladder, attack 
juickly. They can’t fight 
ack, and the fall saps their 
ower. 


cut, wait until you’re just 
getting up from a jump or 
fall, then press the A or B 
button (depending on 
which direction you’re fac- 
ing). 


Piasanannn hr scone P2nnnannay 
¥2 903276 099920 ¥3 000230 


Getto either side of this door 
once you reach the roof. Be 
ready to attack when the 
door opens, because the 
women you'll face have 
maces. 


At the second door, use a 
hyper uppercut orhighjump 
kick to defeat these guys in 
one move. Stay on them, 
because if they get far 
enough away they'll throw 
knives. 
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If you hit these War- 
riors, they'll drop 
their pipes, which 
——S— you can use. Better 
Pinananann ni scone P2 yet, stay to the right ME 
Climb up to this catwalk. Watch the edge §andknockthe War- This helmeted terror is the 
while fighting. A fall could be deadly. tiors off the roof. final foe in mission 1. Don’t 
let your guard down the 
first time he disappears. 


If you get too close, th 
boss will pick you up b 
the throat and poun 
your body, 


"THEY'RE ESCAPING 
IN THAT CHOPPER. 


: YOU'RLt NEVER 
5 ae : MAKE Eres 
Masananni Beanonanan Mall 
The best way to beat 
the boss is to keep him 
Just off the screen to the 
right, attacking con- 


stantly. Edann Mission 2 : fF 
Once fl Ission Pnananana Brains BRnnn 
peared, keep at him. His RO 
strength will be considerably When youcome up after the 
lessened, and a few more jump, hit these two enemie: 
hits will finish him off. with a high jump kick. They 


won't be back for more. 


his mouth. Then quickly press the control pad in his direction. You'll reach out 
and grab his head. 
a 
dA } 


ys 


na , 
a. a A f x i ai 
4 Ce he NN Bi masee ‘N From this position you can execute four differen 
| | ee Bs Z ay Ce | maneuvers. To hurl the enemy over your shoul: 
kh ie we ad 
@ . yp > sf | 
( 2 


‘ der, press the control pad in the opposite direc- 
@. , ~ PY 
& & °° nintendo came 7° 
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+ the top of this pipe is an enemy helicopter. To avoid its 
achine guns, climb to the top and then back down, The 
elicopter will move forward, and the bullets will fly over 
Ou. 


he bad guys will jump from the chopper’s 
Joor. Wait to the side and then attack with 
yuNnches. This way, the same move will hurt 
he enemies and — as they drop their hand 


Plana nescone BS 
Among the oppo- 


nents you'll face out- (j 
renades — toss the grenades safely offthe side the second heli- ERERRNnMnngcmes Pananaler 
uilding: copter are these try to keep one of the acro- 


dangerous acrobats. fats from coming on the 
They're unpredict- screen. Fight continuously 
able, and they tush in until he’s finished. 
from both sides. 


¥HE CHOPPER ,; 
ESEAPED 

ENTO THE 
NEON-FILLED WF 
NIGHT. 


ee "HOLD LTE" 
~& 
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There’s not much room 
inside the chopper to es- 
MESSEON 3- BATTLE EN cape the enemy. Be ag- 

TRE cHePPER. Pees oellcleircro ain) 
first. 


‘YOU'LL NEVER Nhe 
ESCAPE FROM US!" Re 
2), 


a 
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The green door willopensev- 
eral times, sucking anything 
nearby out — including you. 
Stay totheleft, knocking ene- 
mies toward the door. 


TRE CROPPER IS LANDENG 
ON A MYSTERIOUS ISLANE. 


E & P2aanananar 
Q27229 O377292 43 3972300 
As you begin the fourth mission, be ready t 
duck. The first men you see will hurl spike: 
balls at you. Dodge toward the bottom c 
the screen to avoid being hit, then rush ir 
Once they’ve thrown their weapons, thes 
enemies are no match for Double Drago! 
moves. 


MESSION 4- UNDERSEA BASE. 


Mission 4 


Sa ae VEMgusuTiEnENE ET 


LEO OTT el { ! a 
irscone BP till, A J if 
he ey i 


223200 xo hag 
[8mOmo mo meme: 
TN TT 


When you’re attacked 
from both sides, try the 
spinning cyclone kick. 
Press A and Bsimultane- eaverciloohine marc 


Ously, then either A orB | ea a RIES yan “if . 
while you're in the air, Sees ram familiar enemies, this 
huge bruiser takes over. 


216390 aaa000 


Once you've beaten 


Plannasann Zanananan 
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You'll have to practice You'll be attacked imme- : The best bet is to keep this 
to get it right, but this diately andfrombothsides. shee arenes ne guy at bay with a flurry of 
incredible technique Andnotice thespikesalong ; punches. If you give him 


will send the Shadow 
Warriors flying. 


the ceiling — a jump here 
would be a dangerous 


room to move, he'll toss 
you around like a rag doll. 


mistake. 


After defeating the big sol- 
dier, move cautiously to the 
tight. Spiked rods will slam 
down from the ceiling. To 
pass, get as close as you 
- can and wait forthe clawto 
retract, then quickly duck 
undemeath. 
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When you reach this shaft, 
stay to the sides. Enemy after 
enemy willleap down, many 
carrying dynamite. Attack 
with punches as they fall, 
throwing the explosives clear. 


He soc IRE Paaannan 
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Use the spiked ceiling to your advantage. Grab 
the enemies and throw them against the sharp 
points. 
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Hergiguriey 


ne scone B2 
O27990 223200 70 2006 
his guy’s favorite tech- 
ique is to seize you and 
am your body against 
1e low ceiling. If you let 
im grab you, there’s no MEEMMRCEx aE Zar rz aes 


Deo . 
scape. gm inananaan RESGORE ? 


Keep out of reach and HE nc Ey EIR aaeeoy 


use the shaft. Here you 

canjumpsafely,souse As youstep through the door, you ‘Il begin mov- 

a few high jump kicks ing on these conveyor belts. The longer two 

andspinning cyclones. conveyorsmove toward the centerofthescreen, 
and the shorter ones toward the edges; both 
lead to a long, lethal plunge. Move quickly off 
the belts to the platform. You'll have to jump 


across to the other side to get to the next level. 


| He 
i a 

i 

| 

I 


| 
fieitpen | “WHERE GOES 
M40da0tdd THES PATH 


~S is | LEAD Us? 
= SOME 20S! 
u 


Tennent 
SFA 


Valk in fast diagonals, 
sonstantly pressing the 
ontrol pad. If you stop 


WE'VE GOT 

¢ NO CHOICE BUT FO Gl ON. 

FHOUGH THES IS THE UAY 
FO CERTAIN DEATH. ‘ 


Oech el aso or eT teeecrel:” MESEYON S- FOREST OF DEATH. 
night be whisked over You'll have to maneuver 
he edge. close enough to the door 


to open it, then step 
through to the next mis- 
sion. 


Mission 5 


i OLHGER: 2 Fe if ont son 
[FI Tt —_ Ot 
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Me 
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Attack with Sener RS ES : 

: Saves - RESMEUEZER Although they're mas- 
1S Sahai bc Mais Don’t risk a fight on this nar-_terful fighters, Jimmy Remember the ladder trick? g 
505 GIAV SONA: rowcliff. Whenyoulandfrom and Billy can’t swim. Knockthese guys offthe vines 


your jump, throw a hyper Trycrossingatthebase before they can attack. 
uppercut, of the falls, where the 
river is narrow. 
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It's easy to fight this 
behemoth now 
that you've got 
some room. A high 
jump kick will knock 
him off the screen. 


ae 
5 


y, 
B: 
5) 
] 
a 
) 
Ai 
b 
‘a 
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These evildoers throw dynamite. If you pick up 
the dynamite before it begins flashing, you can 
throw it right back at them. But when it flashes, 
watch out — you could be blown to bits. 


‘oer P2nannanan 


7LO ¥2 _QO8109 


After fighting several of the train’s motley crew, you’llhave to take on the en- 
gineer. Watch out for his sudden shoulder blocks — they do great damage. 


Use jump kicks and hyper uppercuts to knock him off the track. 


Danger is everywhere. The torches drip flaming oil, 
and steps appear and then disappear when you 
jump onto them. 4 


aad 


ASSAY, 
Sg ae 
ry 


i P2annanne 
226610 039710 42 09435 
You must reach th 
cab of the locomotive 
but it won’t be easy. 
movesslowly back an 
forth, and just whe 
you think you've a 
most made it, hc 
steam blasts you bac 
down. 


Those acrobatic fellows are 
back again. Once youknock 
them down, stay right next 
to them and don‘t let them 
up. 


"ORERE IN THE. 
WORLD ARE VE? 


THERE IS EVEL 
IN THE AIR. 


a Pe 


Qa *Shunoo cave | 
g \. Fe “MONTHA.) 
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As these evil eyes look on, 
the battle continues. Your 
opponents will begin using 
newmoves, like thislowside 
kick. To beat them, jump as 
they kick and. throw a hy- 
per uppercut. 
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You must reach the door 
above to continue to the 
next mission, but the plat- 
forms appear and disap- 
pear as you try. To make 
it, you have to jump from 
this large, stationary step 
to the next one, just as it 
appears. 


po hTERT 
ts, jump left again. A 
naller one will materi- 
lize by the time you 
ind. 


Almost therel Jump to 
- may = theright as the platform 
Ryytuul yu lat Ei you're on fades away. 
Dtananazan ss You'll land on this one 
Again, asthe smallstep flick- Close to the door. 


ers, jump to the left. Then 
quickly face to the right. 


1 BEARD 
M2: -MQRIAN'S VOICE. 
THAT'S INPOSSIBLE. 
oR Is 1re 


MISSION 7- TRAP ROOK 


P37 tf eee 
Is Billy hearing things? 
On to mission 7! 


FROM HERE ON 
low quickly jump right, ITs ToD 


nd you'll be standing in DANBEROUS! 
1e doorway. 


Weeeeeueeeverlrerseurererrn 
Pilaananaan 47 scorn P2annnan’ 


After the Mansion of Terror, 
Jimmy’s resolve weakens. 


Fighting enemy soldiers is 
easy compared to the task 
of making it to the door at 
the right. Jump onto the first 
conveyor and keep moving 
forward! If you don’t, you'll 
be skewered on the spikes 
below. 


a 

: ae eee 
eee eee ee eee eee eee eee eee i 
Plaasaanan 6 scon- PRananas 


[ESS 5 SeeEEeT 2S Leet ee 


Veeccgedtatuatiateaateniay 
Pdamassnan 7) scone PRanansa) 


ump over the next conveyor belt to the small third one, 
ind immediately jump again to the doorway. 
AAGAAAALADAEAAA Aaa datas 
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Defeat this gangster as quickly as you can. You don’t 
have much time before the floor begins to pull back, 
revealing more razor-sharp spikes. 


rrevrvetvrrvrevirtet.; 


AGARRAAEAAE HARE Aaa aaa ———_ 
Pianasseas 2: scone P2ansanas 


Yanaaaaas py Scone PRaanaaas 


sep the masked man off This room is perhaps the 


\e screen as you did in ee lo sa NINTENDO GAME 
ission 1, striking repeatedly aoe yeu te ate fee ofthe 
ntil he’s finished. UG ee el OUNe: 

door above to continue. 
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Fryverrirnvierireriyeyy) 
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To make matters 

worse, the spikes 

eck below sometimes aE "t us 

P1.... : z = shoot upward, fg & 1's From here, you hav 
=e spearing you if | Meeteeetieas §tojumptotheplatforr 


In addition to the danger of falling, you risk you’renot careful EEC tthe §=SeCN UP and to th 
being hurt if a gear you’re on begins to turn. But : To make it across the room __ light. Be careful not t 
you have to walk across these gears to make it. and up to the door, you'll jump too far orfallshor 


need patience and control. 
Always watch the gears, 
timing your jumps to land 
when they're still. First, jump 
up on the first gear. 


Jump to the gear at the Ff 
tight, making sure it’s not 
moving. 


Preven Nevin vrtvesrrrrrrneyit 
Now, use ajumpkicktoleap [a He ccons P2nnunnaneelaaaanann gr scone P2ann 


erveniinvirrrnrrrrerhtt. 


over the gear below and 
onto the platform atthe base 
of the ladder. Climb up the 
ladder and take a breath, 
You're only halfway there. 


Take a short jump to the gear just ahead to your left. Then 
quickly use a high jump kick to leap over the first small 
platform to the second platform. 


Peedaecedeedeeecuuuar 


P41 Tr scoRe Bua Jump off the gear 


to the doorway. 
Just one more jump now, to You've made it! 


the top of the gear at the 
left. 


PeCeereeerereerrercesurueumy Use the knives agains 
tt ; these foes. You don’ 
P1 PEO SE EEEEEL) wont to risk ony dam. 


age at this stage. 


After those gears, alittle fighting is almost refresh- 
ing! The floor will begin to move. Get the Warriors 
wit to your left and knock them down onto the 


N spikes. 
» 


nf LA one 
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jese guys will follow x | Piannnann tir sco P2 
ou anywhere. Climb To perform the elbow 
p to the second level drop, grab the enemy's 
ind wait for them, at- head, hold the control 
acking before they pad downward, and 
an get off the ladder. press the attack button 
facing the enemy. 


Ld 

Remember, these acrobats 
can really jump. It’s best not 
to try anything fancy — just 
keep slugging away, never 
giving them an opportunity 
to move. 


cone BE P2 Biaganpais HE SGC Sey, C.-K. GOONS: 
BRR HE SCO Biananaan ne sco x2 29870 029827 ULERE "s Your 
h-oh, the Big Guy is back again and madder than ever. To beat him this SLIME BALL 


me, climb to the top level and stand just above him. Now jump down, 
nding right in front of him, and lift him off his feet with a hyper uppercut. 
ou'll have to do this five times in all, but you'll defeat him without suffering 
| scratch. 


BOSS HIDING?!" 
ties dBA Ss" 
hae +: yeu'on 
NEVER DEFEAT 
ouR 
BOSS. YOU'LL ONLY DESTROY 
a aR, YOURSELVES." 


MISSION 3- THE DOUBLE 
ILLUSION 


Mission 8 


ome out fighting with 
iehighjumpkickorspin- |The bad guys appear 
ng cyclone. out of the blackness fs 
nearthis door.Wait,and FF 
finish them off quickly. 


At the base of the lad- 
der, you'll meet some 
familiar foes. By now 


Finally, you'll face two acro- 
bats in this chamber, Stick to 


eae ouble Teese the basics, dodging and 
SEE taying on them when 
reapeet es them. S1Oving 


BE KER they‘re down. Ifyoucanlead 
the acrobats to the edge at 
the bottom of the screen, 
sometimes they'll fall off. 


you defeat the last acrobats and step through the door, you catch sight of 

familiar silhouette. You've fought so long, and you're tired. But there are too NINTENDO GAME 
any questions now to turn back. You must go on alone, to the ninth and final ofthe M N T ij 
vel, if you are to know the truth. 
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Version reviewed: IBM, Tandy, 
and compatibles; 512K mini- 
mum memory; CGA, EGA, 
MCGA, VGA, or monochrome 
graphics; 3.5-inch disks avail- 
able. Also offered for the Com- 
modore 64. 


At ul 


"et 


The year is 2033, and you're Tex Murphy, a hard-boiled private eye on what could be the case of your 
life. A famous scientist named Carl Linsky has died, and although the police label it a suicide, the 
scientist's daughter is convinced otherwise. She’s hired you to get the truth — but before long, you 
realize you're involved in more than just a simple murder. 


The cockpit of your Lotus Speeder will become a famil- 


iar sight in Mean Streets. Acquaint yourself with it right Vanessa, your faithful and devoted secretary, is a 
away. It can fly on autopilot, but if you have to go resource you won't want to overlook during your 
bounty hunting forsome quick cash, you'll have to learn investigation. She can usually fax you the info you 
to fly it manually. need, but if she can’t... 
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there’ s always Lee Chin, mystery 
woman andinformant. She's streetwise 
3nd full of useful hints, but be prepared 
O pay well for her services. She has a 
sharp tongue for anyone wha. tries to 
shortchange her. 


\ good way to start your investigation is to visit the 
Dolice and your friend, Detective Steve Clements. 
(ou may have to do some begging, though, since 
your name isn’t exactly a term of endearment 
around police headquarters. 


Your first meeting is with Sylvia Linsky, 
Carl Linsky’s daughter. She seems 


tween. 


Starting with some faxed info 
from your friendly secretary, 
Vanessa, you set out to track 
down Linsky’s killer. You also 
want to learn the real reason 
behind his death and the 
deaths of several other re- 
nowned scientists. As usual, 
you encounter atwisted web 
of deceit, leading you from 
San Francisco to Los Angeles 
to Reno and all points be- 


BEORING 1 —‘DISTONCE 1D 
ESTINGTION DESTINATION 


Steve was more helpful 
than you expected, soit’s 
back to your Speeder to 
follow up on his informa- 
tion. All NAV codes you 
=] obtain can be entered 
on the Navigation Con- 
sole, and your Speeder 
will whisk you away to 
your destination. 


DESTINATION 
POSITION 


cuRROnT 
vostTioH 


lute Toph of rage on 
a, karate stance. 
unch, but she 

hich ‘I 


genuinely upset by your suspicions 
concerning that $1,000,000 insurance 
dolicy. Or is it just a good act? 


Delores Lightbody is not exactly the 
femme fatale you were expecting. You 
can’t figure out why Linsky was at- 
tracted to her, unless it was gravity. 
Perhaps Carl's interest in Delores was a 
smokescreen for something more seri- 
ous. 


A trip to the medi- 
cal examiner sheds 
little light on the 
cause of Linsky’s 
death, but it does 
uncover something 
else of interest: 
Linsky recently had 
cranial surgery. He 
had no history of 
neural disorders, so 
what gives? 
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Ouch! Looks like your intimations of 
something more devious, and your 
more aggressive tack to questioning, 
may have dire consequences for your 
own family planning. 


aa 
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This is more like it. Sandra Larsen ap- 
pears to be the kind of woman who 
could convince an upstanding citizen 
like Linsky to go wrong. In the back of 
your mind, though, you’re not con- 
vinced. She may have been just an 
antidote to Delores Lightbody. 


Asearch of Linsky’s apartment turns up 
anote anda chess set with one bishop 
missing. What could it mean? (By the 
way, watch out for the force field 
around that statue.) 


mantsis an art not quickly devel- 
oped. You have to know when 
to go easy, when to lean on 
someone, and when to start 
handing out some of your pre- 
cious money as a bribe. You 
can't always go by a person’s 
looks when deciding which tech- 
nique to employ, but you're 
probably better off using force 
as a last resort, Taking the tough- 
guy route often ends with an 
extremely painful blow to your 
ego, and no information. 


to speak to. Maybe you should follow up on that list 
of Gideon accounting employees. 


Always be prepared for a gun battle. You don’t y / 
know if it’s Gideon Corp., Law and Order, or an ex- 
girlfriend, but someone always seems to be shoot- 


ing at you. 


GAME PLAYER'S 


The warehouse Linsky rented might be full of 
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Clues, if you can get to them all. That list of 
scrambled words you found is beginning to 
make you feel like a pawn in someone else’s 
game. Let’s hope your investigation doesn’t 
end in a stalemate. 


Sonny Fletcher is the kind 
of P.I. that makes even 
youlookrespectable. He 
knows something about 
L| Linsky, andhe also knows 
| you'llpay his price to hear 
‘| it. He did some work for 
MTC, so ask about Over- 
lord and Tom Griffith. 


and Darrell. He looks like a pushover, but don‘t try — Meat about getting his glasses at a discount. He 
any rough stuff or you'll be saying “howdy” to the has some info for you, although you may have to 
Oakland turf. He’s got important information,and = come back to him later, once you‘ve put your 
you'll have to pay a lot for it. clues together. 


You could probably get what's in the 
aquarium at Ron Morgan’s beach 
house if you could only find something 
besides your fingers for the piranhas to 
nibble on. Also, check the console on 
the table if you find yourself in alarming 
circumstances. 


There are a lot of items and clues to pick up in this 
secret lab, but the biggest prize is just beyond your 
reach, guarded by what appears to be one of your 
former in-laws. Maybe you could enlist the help of 
another Eastern bloc citizen. 


It’s probably better not to make any cracks to Ron 


Okay, admitit. You’re 
aTrekkie, and youjust 
saw Star Trek XXVIl: 
The Absolutely Last, 
Final, That’s It We’re 
All Too Old Frontier. 
Get away from that 
TV and start looking 
for clues, taking care 
not to sweep any- 
thing important under 


When searching a room, it’s vital to 
look everywhere. Important clues or 
items are often hidden in very unlikely 
places, and it takes a bit of clever 
thinking to figure out just where those 
places are. But be careful— most loca- 
tions are guarded by burglar alarms, 
and if you don’t disarm them within a 
certain time period, you might be 
carted off to jail (or worse). And there’s 
always the possibility that your search 
will uncover something deadly which 
will end your investigation in the blink of 
an eye. 


Ss ae 
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Red herrings abound in 
Mean Streets, so be prepared 
to venture down a lot of blind 
alleys. You can’t afford to ig- 
nore any possible source of in- 
formation. You must have alll 
eight passcards and ae 
words before you can brir 
the evil perpetrators to ste. 
and since you can’t be sure 
who has them, you must talk to 
everyone. 


Be careful with that cabinet, or you'll be 
experiencing Lost In Space flashbacks. The experi- 
ment under the glass is also a no-no. And turning 
that force field off is certainly a problem in twisted 
logic. Hmmm...what’s that leaning against the wall? 


Whoever’s after youmust have gotten to Greg Call From your conversation with Lola Lovetoy, you 
first. They really did a number on his lab, but fortu- discover that this little hideaway was used by Grif- 
nately, they weren’t very thorough in their search. fith and MTC to keep certain people out of the way 
The pieces to the puzzle are beginning to fall into during the development of Overlord. Looks like the 
place. place is well-equipped for any eventuality. Inspect 


the suitcase carefully. 


You've obtained alll 
the passcards and 
passwords, but it 
appears as though 
you've been a 
pawn in the Over- 
lord master plan. 
You'll have to turn 
up the heat if you 
hope to get out of 
that furnace room. 


POxE SOO SUSTORLE MEENCHE s| 


Well, you finally wangled your way into the ROOK CET MOUE OPC OH OEE Taste cock | 
offices of Law and Order, everyone’s favorite 


organization of neo-Nazi storm troopers. Robert 
Knott, the enigmatic head of Law and Order, - 
was your prime suspect in all the evil doings — a“ ef 


but now you're not so sure. y —— ; 
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The Overlord computer looks daunting, but you 
still remember the passwords, and your captors 
have left the passcards where you can use 
them. But you'll have to be very quick to e ter 
everything within the allotted time. 


If you weren’t such a humble person, such 
acclaim might give you a head the size of the 
Goodyear blimp. Good thing you can take such 
attention in stride. After all, you only requested a 
ticker-tape parade on both coasts, a White 
House reception, and a candy barnamed after 
you. 


Although you don’t recall Humphrey Bogart 
tiding off into the sunset, you're pretty sure John 
Wayne had at least one sunset per year in his 
contract. You got the girl, the money, and the 
undying gratitude of humanity. Wonder what's 
on the agenda for next week.... 


By initiating the computer core destruct se- 
quence, you've overloaded the microwave link 
to the satellite, breaking the hold that Overlord 
had on the world. Who was ultimately behind it 
all? Gee, Tex, you've got to earn at least part of 
that big fee yourself. 


I knew, I was in trouble 
when she answered the door. 


If looks could kill, I'd . 
be splattered all over 
the pavement. 


Her voice was trembling. 


“How could you thitan 
for a moment that I $f... 
murder my own father? 
she said. 


“I'm sorry.", I pleaded. 


"It was the insurapee re 
that threw me off 
I ‘a 


“Is there anything 
do to make it ° 


yous" 


a 


There’s still the matter of that false step you 
made with Sylvia concerning the insurance. At 
least you secured the $1,000,000 for her. With 
hat in hand, and perhaps some industrial- 
strength begging, you try to get back on her 
good side. 


the end. 
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1-900-740-7000 


Your telephone connection to the hottest gaming hints, 
tips, and secrets for your favorite Nintendo games! 


Hear the game tips YOU want to hear by just pushing a 
button on your telephone. Each week, our Game Player’s 
experts choose the best hints and tips for three hot games 
for the Nintendo Entertainment System: Simply dial and 
choose which games’ secrets you want to hear! Or, hear 
them all! Every week we'll change the games and the 
hints. 


The Game Player’s Pro-Tip Hotline costs $1.25 for the first 
game, and just 75 cents for each additional game. Don’t 
forget to ask your parents' permission before making your 


- Havers 


——————s 
Nintendo® and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. The GAME PLAYER'S PRO- 
TIP HOTLINE is a joint production of Signal Research, Inc., and CC/ABC Video Enterprises, Inc., and is not affiliated in any way with 
Nintendo of America Inc. é 


ar from Eden- 
garhn is the 
castle of the Evil 
One; far from 
your village, a 
lord keeps the 
secret; such a 
powerful lord 
that he cannot be 
human, a crea- 
ture floating in a world that dies 
and grows again.” 

In the years since the death of 
your father, Tharn, and your as- 
cendancy to Chief, those words 
have haunted your waking and 
sleeping hours. You have known 
for along while that you must face 
the ultimate evil in the mountains 
of Clorg. Now your time has come. 

In Targhan, you are the noble 
chief, fighting your way through 
the forests of Luneclare to the 
mountains above. Your mastery 
as a swordsman will serve you 
wellin the beginning, but youmust 
acquire other weapons and magi- 
cal spells if you hope to find and 
conquer the Evil One. 

Particularly in VGA graphics 
(as seen in the accompanying 
photos), Targhan is a gorgeous 


The shuriken is a handy weapon against 
any archery-minded Amazons you may 
encounter. Be sure to grab the scroll, too. 


RE Vales 
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TARGHAN 


Gary Meredith 
Rie 


game. Yet it comes across well in 
CGA graphics, too. It has a surreal 
gothic look, incommon with other 
games from Europe. The fighting 
sequences are very smooth and 
controllable, something which 
cannot often be said of PC games 
with such graphic complexity. 
The only problem is that your 
opportunities for acquiring extra 
strength early in the game are vir- 


If you plan to venture underground in 
your quest, the friendship of this fairy will 
definitely be enlightening. 


It doesn’t pay to get too aggressive with 
this guy. The best strategy is to wait for 
him to come to you. 

tually nil. Until you get into the 
treehouses in Luneclare, you'll 
have to be very careful when fight- 
ing. You can pick up some shu- 
riken (throwing stars), but they 
aren’t effective against every foe 
you meet, so you must rely pri- 
marily onswordfighting. One false 
step and you'll be hacked to pieces 
before you know what's happen- 
ing. And since there are limited 


You'll have to be quick off the rope to 
engage this little fellow before he starts 
hacking at your kneecaps. 
opportunities for saving the game, 
Targhan can be very unforgiving. 
Targhan is enjoyable, and more 
than a few steps off the beaten 
path. With over 120 landscapes, 40 
different characters, and excellent 
digitized sound effects and music, 
Targhan is a step above the usual 


sword-and-sorcery fare. 
SGP 
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his game re- 
creates a har- 
rowing situ- 
ation straight 
from today’s 
headlines. 
Terrorists 
have seized 

= : our embassy 
and taken hostages...negotiations 
have broken down...it is time to 
use force. 

That’s where you come in. As 
commander of an elite strike unit, 
your first job is to ring the embassy 
with sharpshooters. Thisisn’teasy, 
because the terrorists are illumi- 
nating the streets with spotlights, 
and any man caughtin their beams 
dies in a shower of bullets. 

Next you must drop your as- 
sault team onto the embassy roof 
by helicopter. Once there, your 
men must enter the embassy by 
rappelling down the wall and kick- 
ing in a window — very tricky, 
until you get the hang of it. Before 
committing your assault team, use 
your snipers to pick off as many 
terrorists as possible by shooting 
at their silhouettes in the windows. 


TUM: 


Use your snipers to take out any terrorist 
who shows up in front of the embassy 
windows. 
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Version reviewed: Nintendo. 
Kemco-Seika, 20000 Mariner 
Avenue, Suite 100, Torrance, CA 


90503. Also available for the 


Amiga; Atari ST; and IBM, Tandy, 
and compatible computers under 
the title Hostage, from Mindscape, 
3444 Dundee Road, Northbrook, IL 
60062. 


Once the battle is joined inside 
the embassy, the game turns into a 
tense room-by-room manhunt. 
There are five missions, each con- 
siderably more difficult than the 


See 


The only way your men can get into the 
building is by rappelling from the roof. 
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last. The later scenarios have more 
terrorists with faster reflexes. Just 
to make things even dicier, each 
mission has a time limit — after 
which, presumably, the hostages 
will be killed. 

Action gamers will enjoy Res- 
cue because of its realism and fast 
pace. War gamers may enjoy it, 
too, as a simulation of a very spe- 
cialized kind of small-unit tactics. 
Practically everyone will enjoy the 
fantasy-fulfillment that comes 
with clobbering the nasty terror- 
ists. Parents, however, should 
know that Rescue depicts its vio- 
lent subject matter quite realisti- 
cally. Wasted terrorists collapse in 
pools of blood, earning this game 
at least a PG-13 rating. 

Rescue is a first-rate transla- 
tion of the computer version, with 
good animation, crisp graphics, 
and even smoother game play. 
One may question its long-term 
playability (once you’ve mastered 
the five basic missions, your inter- 
est may fade), but there’s no doubt 
that Rescue succeeds in re-creating 
a tense contemporary drama. 

SP 


You'll need quick reflexes to clean the 
terrorists out of each floor of the embassy. 


ngland’s Psyg- 
nosis is one of a 
handful of soft- 
ware develop- 
ers committed 
to pushing the 
Amiga and 
Atari ST to their 
limits. After last 
Ras / summer’s re- 
lease of Blood Money (see Game 
Player's, Vol.1,No.3),many people 
wondered how Psygnosis could 
possibly top itself. 

They've done it. Shadow of the 
Beast is an astounding action-ad- 
venture game that should put 
everyone's doubts to rest. 


This monster may be big, green, and ugly, 
but he’s got a glass jaw. 


After opening the box and 
donning the free black t-shirt 
(emblazoned with Roger Dean’s 
cover art), peruse the manual to 
learn the bizarre background story. 
It seems that for years, under the 
influence of drugs and hypnosis, 
you have served the evil Beast Lord 
as an executioner, messenger, and 
fighter. But now a traumatic inci- 
dent has awakened your memory, 
and you seek revenge against your 
former master. You must fight your 
way through an alien world, col- 


Arlan R. Levitan 


Version reviewed: Amiga. Also 
planned for the Atari ST. Psygnosis, 


P.O. Box 483, Addison, IL 60101. 


lecting items that will ultimately 
help you defeat the Beast. 

Forget about the story — it’s 
the execution that sets Shadow of 
the Beast head and shoulders above 
all other computer games. The 
multilayered scrolling graphics 
give Beast a three-dimensional feel 
that is truly arresting. 

The animation flashes by at 
the rate of 50 frames per second, 
yielding smooth, arcade-style ac- 


a afk. 


A stairway within this tree leads to the 
underground world. Don’t wander much 
further in this forest, though, or you'll find 
a sinkhole. 
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tion. And according to Psygnosis, 
the two game disks contain more 
than 350 graphics screens with 132 
unique monsters. We'll have to 
take their word for it, though, 
because this game is very tough. 
(Hint: When the game begins, head 
to the left instead of the right.) 
Complementing the superb 
graphics is an original soundtrack 
of six digitized musical composi- 
tions in full stereo. Besides being 
enjoyable, the music also makes 
the lengthy pauses for disk access 
more bearable. It would be nice if 
the game could be installed on a 
hard disk to shorten those pauses, 


Among the many pests you'll encounter 
underground are giant grasshoppers. Be 
careful — they’re hungry. 


(Also, note that the instructions 
fail to mention that you must press 
the joystick button after the last 
title screen; otherwise, the game 
never loads the second disk.) 
Programmers Martin Ed- 
mondson and Paul Howarth and 
composer David Whittaker de- 
serve congratulations for seeing 
this game through nine months of 
tedious development. The work 
was well worth it. Shadow of the 
Beast casts a long shadow indeed. 


SP 
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ou’re some- 
one who takes 
your football 
seriously. As 
soon as the 
Super Bowl is 
over, you're 
checking out 
scouting re- 
ports for the next season. In the 
fall, you refuse to accept phone 
calls on Sunday afternoons and 
Monday nights. You’re convinc- 
ed that if the coach would accept 
your phone call, you could turn 
his losing team around. National 
Football League was created with 
you in mind. 

But even those less obsessed 
with the pigskin should enjoy this 
Nintendo game. Since it’s officially 
authorized by the NFL, all 28 pro 
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Game info and penalties are displayed on 
the scoreboard. 


teams are at your disposal. Each 
player on the team you choose is 
assigned a letter grade that rates 
his performance. If you want more 
strength at a certain position, you 
can change these grades for one or 
two individual players. Upgrad- 
ing, however, increases your 
chances of being penalized. 
National Football League lets you 


er 


NATIONAL 
FOOTBALL 
LEAGUE 


Phill Powell 


Version reviewed: Nintendo. LJN 


Toys, 1107 Broadway, New York, NY 
10010. 


play against a friend or the com- 
puter. You can compete in a series 
of playoff games leading to the 
Super Bowl, or jump straight to 
the championship game. 

The main view consists of the 
40-Yard Game Screen. It starts out 
looking likea chalkboard diagram, 
with blocks and circles represent- 
ing players in the offensive and 
defensive formations. Just before 
the snap, the symbols are replaced 
by player figures. When a pass is 
attempted, the 40-Yard Screen is 
replaced by the 15-Yard Close-up 
Screen. 

The playbooks for offense and 
defense each contain 20 different 
plays, all listed and explained on 
an enclosed chart. 

National Football League’s em- 
phasis is definitely on strategy, not 
action. After the ball is snapped, 
you can just sit back and watch the 


x | | 
And Bond (BSA RAHA SP 
A sweep can result in big yardage gained 
up the sideline. 


The 15-Yard Close-up Screen focuses on 
the receivers, the defenders, and the ball 
they all want. 


play develop, much like watching 
a football game on TV. You do 
have the option of controlling an 
individual player — the ball car- 
rier on offense or a tackler on de- 
fense — but the figures move very 
slowly. 

The graphics aren’t spectacu- 
lar, but National Football League is 
based on realistic football. It could 
be just the thing if you’re looking 
for a contest of strategy instead of 
reflexes. 
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etris was one of 
those rare games 
that takes min- 
utes to learn but 
months to mas- 
ter. And that 
was its charm. 
Tetris was so 
simple, so intui- 
tive, that you 
could pick it up merely by watch- 
ing someone play for a few min- 
utes — yet it was challenging 
enough to keep you absorbed for 
hours. 

Some of that charm has been 
lost in Welltris, the official sequel 
to Tetris. By adding a third dimen- 
sion to his basic Tetris concept, 
Soviet designer Alexey Pajitnov 
has unavoidably made the game 
more complex, and a bit more dif- 
ficult to grasp. 


- : - | 
Welltris starts out slow and easy, just like 
Tetris. The object is to fit the pieces onto the 
floor below to form unbroken rows. 

In Welltris, you're staring down 
into a four-sided well that’s re- 
markably similar to the pit in Block- 
out, a 3-D spin-off of Tetris (see 
Game Player's, Vol. 1, No. 5). But 
unlike Blockout, in which you 
maneuver 3-D blocks to the bot- 
tom of the well, Welltris is a game 


Re Vee Ve 
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WELLTRIS 


Tom R. Halfhill 


of mixed metaphors. The well is 3- 
Dbut the walls and blocks are 2-D. 
The blocks in Welltris are actu- 
ally flat forms that slide down the 
walls like raindrops on a window. 
You can rotate them, shift them 
left or right on each wall, and move 
them from one wall to another. 
When a piece reaches the bottom, 
it slides onto the floor and keeps 
moving until it bumps into an 
opposing wall or another piece. 
As in Tetris, the object is to 


When Soviet designer Alexey Pajitnov 
appears, get ready to surrender. 


complete an unbroken row of 
squares across the bottom. When 
this happens, the row disappears, 
other pieces slide over to take its 
place, and you win points. But in 
Welltris, you can complete rows 
either horizontally or vertically. 
And the remaining pieces slide in 
both directions, gravitating to- 
ward the center of the floor. 

To make things even trickier, a 
piece that reaches the floor while 
folded around a corner splits into 
two segments, each part sliding in 
a perpendicular direction. And 
when a piece can’t slide onto the 
floor because it’s blocked by an- 
other piece, the adjoining wall is 
temporarily off-limits to subse- 
quent pieces. 

If all this sounds difficult to 
envision, it is. Fortunately, the 
concept works, and Welltris is a 
fascinating game that’s as hard to 
switch off as Tetris. But because its 
spatial puzzles require more 
mental (and physical) effort to 
juggle, Welltris will likely find a 
different, more exclusive audience 
than its popular predecessor. 


5 oP io 
SET UP Cane 
Teast 


On this setup screen you can change vari- 
ous aspects of the game. 
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illow Ufgood 
was living a 
quiet life asa 
farmer in the 
pint-sized 
Nelwyn clan 
when he 
stumbled 
upon a very 
special baby. 
At least that’s what happened in 
the movie. But the Nintendo ver- 
sion of Willow is only loosely based 
on the film and is missing a few 
key elements. 

For instance, although Willow 
does embark on quite an adven- 
ture, he doesn’t have to carry the 
baby, Elora Danan, with him. In 
fact, the baby makes only one brief 
appearance in the game. Also, 
Madmartigan — the shrewd and 
skillful swordfighter who played 
a major role in the film — is re- 
duced toa bit part in the Nintendo 
version. 

Aside from those significant 
differences, the videogame gener- 
ally follows the plot of the movie. 
Willow must find the good witch, 
Fin Raziel, and free her from a 
spell cast by the evil witch, 
Bavmorda. As Willow, your quest 
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Willow encounters a forest full of enemies. 
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WILLOW 


Lisa Farthing 


A menu screen shows the swords Willow 
has found. 

eventually takes you to 
Bavmorda’s castle for a final con- 
frontation. 

Thejourney begins in Willow’s 
hometown, where he gets his first 
sword and magical item — an 
acorn that turns things to stone. As 
Willow progresses, he gains expe- 
rience with the sword and can 
swing it faster and faster. 

To advance, you must fight 
various creatures that lurk in the 
forests and mountains. Along the 
way, you can find treasure chests 
filled with magical items, shields, 
and swords. The people you meet 


Mf THEN « 


HANG ON Trawtt 


The Ocara bird that Willow saves can take 
him to the place of his choice. 

in huts and bars offer clues and 
advice that are essential to your 
progress. 

If you die, there’s a password 
feature that lets you keep all the 
items you've earned and return to 
the last level you reached. 

Willow is a very straightfor- 
ward adventure game with good 
graphics but uninspiring scenery. 
Your headway will be slowed by 
the constant tangle of mazes you 
must work through, so it’s a good 
idea to map your progress, espe- 
cially in the caves. For some, the 
mazes may add an interesting 
twist, but for action lovers they 
only slow the pace. 


As Willow nears Bavmorda’s castle, the 
creatures get heftier and more ruthless. 
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ega’s Shinobi 
was a massive 
arcade hit,and 
it translated 
well to home 
videogame 
formats like 
the Sega Mas- 
ter System. 
Now there’s a 
solid Commodore 64/128 version, 
too. Shinobi is recommended for 
martial arts fans only, though, be- 
cause it’s a nonstop fighting game 
from start to finish. 

Martial arts games generally 
revolve around one basic theme: 


Crouching low, you hurl a shuriken at an 
onrushing terrorist dressed in army fa- 
tigues. These guys aren’t very good shots, 
and you can often dodge their bullets by 
merely hugging the ground. 


You fight your way through a 
never-ending host of enemies, in 
the context of a quest. The quest 
usually takes a backseat to the 
action, and often serves primarily 
to justify all the fighting. 

In Shinobi, the plot involves an 
uncomplicated rescue mission. It 
seems that the children of the 
world’s leaders have been cap- 
tured by an evil gang of terrorists, 


a 


Neil Randall 


Version reviewed: Commodore 64. 
Also available for the Amiga; Atari 
ST; and IBM, Tandy, and compat- 
ible computers. Mindscape, 3444 
Dundee Road, Northbrook, IL 


60062. Sega Master System ver- 
sion available from Sega/Tonka, 
6000 Clearwater Drive, Minne- 
tonka, MN 55343. 


the Ring of Five. You play the role 
of Joe Musashi, a master ninja 
who’s an expert at the martial art 
of Shinobi. Fighting alone against 
incredible odds, you must defeat 


=I 1 
Leaping atopa pile of crates is another way 
to elude the Ring of Five’s henchmen. It 
won't confuse them for long, however, 
and it also exposes you to attacks from 
more thugs on the upper walkway. 
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the terrorists and set the children 
free. 

To do this, you move from 
screen to screen, jumping, punch- 
ing, kicking, and throwing deadly 
shuriken to get past the relentless 
stream of thugs, frogmen, gunmen, 
ninjas, and mongos who are bent 
on your destruction. You'll be 
punched, kicked, and shot at with- 
out mercy, and you have only three 
lives to work your way through 
each mission. There are five mis- 
sions in all, each with the goal of 
ridding the world of one of the five 
terrorists of the Ring. 

Shinobi is not a game for those 


= * as = rez 
Keep throwing those shuriken! In Shinobi, 
you have as many of these deadly Frisbees 
as there are bad guys in the game — in 
other words, a seemingly endless number. 
who prefer laid-back contests of 
thoughtful strategy. It’s a full-tilt 
action game for those who like to 
battle nonstop waves of attackers 
on their way toward a final con- 
frontation. Thanks to its graphics, 
sound effects, and joystick 
interface, Shinobi is a top example 
of its genre. 
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ven low rank 
hath its privi- 
leges. The 
captain usu- 
ally reserves 
the dirtiest, 
most thank- 
less tasks for 
you, but when 
he sent you 
out to inspect that derelict ship, he 
inadvertently did you a great fa- 
vor, 


Suddenly, space pirates ap- 
peared from nowhere and de- 
stroyed your ship, along with the 
captain and everyone else. That 
abandoned Sunracer you found 
was still functional, so now you 
get to be your own boss — a space 
rogue. A situation which is no 
picnic. 

Once you've learned how to 
navigate your little ship, you must 
decide where you want to go and 
how to make a living. The harsh 
reality of space is that you need 
money just to protect yourself from 
all the others looking for money. 

You can either earn your way 
legally or (if there’s a little larceny 


The best place for information and sup- 
plies is your friendly neighborhood space 
station. 
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AN Coe 
REVIEWS 


SPACE ROGUE 


Gary Meredith 


in your heart) join up with some 
pirates. The main space stations in 
each sector are the best places for 
picking up info on both legal and 
illegal commerce. You may even 
come across a queen who has a 
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Good day. 


These guys willsell younew equipment or 
buy your old stuff. Keep in mind that the 
depreciation on Sunracer accessories is 
murder. 


Try to maintain good relations 
with as many different factions as 
you can. Especially if you plan to 
operate as a merchant. The experi- 
ence you gained from your father 
won't help much if you manage to 
get on everyone’s most-wanted 
list. 

Pay close attention to the 
Sunracer’s owner’s manual. The 
ship has a few idiosyncrasies, but 
fortunately the last owner was 
thoughtful enough to jot down 
many of the oddities in the mar- 
gins. 
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] Ship has arrived at destination 


The galaxy is your oyster. Remember to 
stay away from major planets, though. 
Their gravity wells will pull you in before 
you know it. 

Travel from one star system to 
another means using wormholes. 
The gates to these space warps are 
spread throughout the galaxy. 
You’ve got to be moving fairly fast 
just to enter a wormhole, and if 
you don’t maintain your speed 
while inside, the caustic gases will 
eat through your ship’s hull. 

Piloting the Sunracer is tough 
to master completely, and your 
dealings with aliens will be a little 
worse than rocky, at first. But Space 
Rogue does keep things interesting 
enough to make you want to per- 


severe. 
SP 
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oger Rabbit is 
one of those 
Nintendo 
games that 
slowly but 
surely draws 
you in until 

— before you 

know it — 

you're hook- 
ed. A game that’s part action and 
part detective work, Roger Rabbit 
brings to the NES many of the 
characters and situations that 
wowed movie audiences. 

You're Eddie Valient, a cheap 
detective who’s trying to clear 
heartbroken ‘toon star Roger Rab- 
bit ofa murder charge. At the same 
time, you must find four pages of 
a missing will in order to save 
Toontown. As you search through 
downtown Los Angeles, the ware- 
house district, the city park, and 
Toontown, you must protect Roger 
from Judge Doom’s weasels and 
the dreaded Dipmobile. 

Roger Rabbit takes quite awhile 
to finish. But stick with it. As you 
investigate, you'll begin to under- 
stand where to look and who to 
avoid. 
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Wi ZASIES 


When you enter the caves, you'll need a 
flashlight, spring shoes, and a rattle for the 
rattlesnake. 


WHO FRAMED 
ROGER RABBIT 


Selby Bateman 
Jonathan Gagnon 


Version reviewed: Nintendo. LJN 
Toys, 1107 Broadway, New York, 
NY 10010. Also available for the 


Commodore 64; Amiga; Apple liGs; 
and IBM, Tandy, and PC-compat- 
ible computers from Buena Vista 
Software, 500 S. Buena Vista Street, 
Burbank, CA 91505. 


Many of the situations in the 
game are similar to those in the 
movie. The dip machine sprays its 
deadly solvents, Jessica and Roger 
get tied up, Benny the Cab is there 
to give you a lift, and those ras- 
cally weasels are constantly search- 
ing for you and Roger. 

You'll have to be ready to give 
the punch line to a variety of jokes 
Roger tells. If you don’t get the 
right answer in time, Roger gets 
slammed by the weasels. 

To make your job easier, here 
are a few things to keep in mind: 

— When searching for parts of 
the missing will, try giving Jessica 
a rose and Baby Herman a cigar. 


Atthe Ink ‘n’ Paint Club, give Jessica arose 
in return for some information. And look 
for a secret phone number. 


— One of the pieces of the will 
is hidden in the caves near the city, 
and another is somewhere in Toon- 
town near Doom’s warehouse. 

— You'll need to find a pass- 
word before you can get past the 
bouncer at the Ink ‘n’ Paint Club. 


‘ORE 4BOO} nn: Hanns. 
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When fighting Judge Doom, force him left 
against the wall, then punch rapidly. 

— Check the shop often. The 
items you can buy frequently 
change. 

Who Framed Roger Rabbit is a 
game that rewards patience and 
good detective work more than 
fast fingers on the controller. But 
you'll have to use all these skills if 
you’re going to defeat Judge 
Doom. He’s just as hard to get rid 
of in the game as he was in the 
movie. 
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t’s only fitting that 
a game named for 
one of football’s 
greatest running 
backs should con- 
tain a lot of action. 
Walter Payton Foot- 
ball hits the field 
running and never 
slows down. 

This is the gridiron simulation 
for people who don’t want tospend 
much pregame time adjusting 
rosters and designing strategies. 
Most of the necessary setup begins 
and ends with plugging in the 


You've got a bird’s-eye view of this pass 
play. 

however, can appreciate this vastly 
entertaining game. Its fast pace is 
complemented by clean, dynamic 
graphics. 

Everything’s been keptsimple. 
The few preliminary decisions 
there are can be made quickly. 
First, you can choose either a two- 
player game, in which you chal- 
lenge another person, or the stan- 
dard one-player game against the 
computer. Next you decide 
whether to play a regular-season 
Monday night game or a playoff 
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WALTER 
PAYTON 
FOOTBALL 


Phill Powell 


Version reviewed: Sega Master 
System. Sega/Tonka, 6000 Clear- 
water Drive, Minnetonka, MN55343. 


contest. Each mode has its advan- 
tages. The Monday night game 
saves all of your statistics so you 
can resume the game later with a 
password. The playoff games lead 
all the way to the Super Bowl, if 
you can go the distance. 

You can also choose between 
three difficulty levels, as well as 5- 
or 15-minute quarters. Beyond 
these features, though, Walter Pay- 
ton Football is definitely a simula- 


Convenience is a key feature. The offen- 
sive playbook is charted on the huddle 
screens, along with other information. 


tion that believes less is more. The 
playbooks are so thin (14 basic 
offensive plays, 7 defensive) that 
they’re both displayed and dia- 
grammed on the huddle screens. 
This means you don’t have to 
fumble around with cumbersome 
charts or booklets. 

Once the ball is snapped, the 
action is straightforward and seen 
from one clear, overhead view. 
Some football simulations use 
small player figures so they can 
show more of the field. Walter 
Payton Football takes the opposite 
approach: less field and larger 
players. This works out well, be- 


Pressing one button regulates the spin and 
power of all kicks. 

cause the fast animation is dis- 
played without becoming a con- 
fusing blur. 

With so many football simula- 
tions becoming increasingly com- 
plex, this game provides a pleas- 
antalternative. You won’tbeasked 
to trade players or determine the 
weather conditions. True to its 
namesake, Walter Payton Football 
takes the game’s basic concept and 
churns out high-intensity football 
action. 
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-emember back 
when your weekly 
allowance was a 

- quarter and you 
got a nickel or 

dime from the 

tooth fairy? (Well, 
maybe if you’re 
over 30.) Those days are long gone, 

but now you can earn a few mil- 

lion dollars by spending a couple 

of hours with Casino Kid. Not a 

bad deal. 


NOTHING CAN BEAT 
ACK. YOU WON’ 


Blackjack can get tedious until you con- 
vince your opponent to bet everything on 
one hand. 


Casino Kid is a combination 
quest game/ gambling adventure. 
The hero (no heroines need apply) 
must contact different people in 
the Las Vegas-style casino until he 
finds someone willing to play 


Question anyone walking around the 
casino until you find your next opponent. 


CASINO KID 


Leslie Mizell 


Version reviewed: Nintendo. SOFEL 
Corp., 1333 Ocean Avenue, Suite B, 
Santa Monica, CA 90401. 


EN PLAY AT LISA’S TABLE 


ey FIRST. 


The people you talk to will give advice 
about who you should play next. 


blackjack or draw poker. Those 
unwilling to play give him clues 
about the location of other players 
(“Martha’s on the west wall”) or 
hints for beating the poker players 
(“Youcan’t really read Jack’s face”). 

You start the game witha mere 
$500, and your goal is to advance 
quickly through the dozen or so 
players until you finally beat 
Cindy, win a million dollars, and 
enter the final poker game against 
the Casino King. 


BEY ¥ 
}25000 }600000 


HEL: 
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Youcan often tell how good your competi- 
tor’s poker hand is by noticing how many 
cards he wants to hold. 


Casino Kidisanenjoyable game. 
It’s never terribly hard to win the 
competitions, and by the end of 
the game you'll be risking $50,000 
or more on an inside straight. And 
even if you lose everything, you 
get a password (30 letters long) 
thatallows you to reenter the game 
with all the money you lost. 

Some people may object to 
certain elements and stereotypes 
in Casino Kid. Aside from its strong 
gambling theme, the game dresses 
up its female characters in Play- 
boy-style bunny ears, and one 
young lovely greets our hero with 
“a lipstick kiss.” If the game is 
intended for youngsters, some 
parents may find these features 
inappropriate. Yet it’s question- 
able whether the game can hold 
the interest of adults for very long. 

Players who like to gamble 
without risking their bank ac- 
counts will have fun with Casino 
Kid, though they might wish for 
the addition of a roulette wheel 
and slot machines. It’s still less 
expensive than an airline ticket to 
Nevada. 


GP 
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f a videogame 
is popularin the 
arcades, it’s a 
good bet that it 
will be popular 
on home sys- 
tems. In the 
past, though, 
it’s been diffi- 
cult to convert complex arcade hits 
to the less-powerful home systems 
without losing something in the 
translation. But now, thanks to 16- 
bit systems like the NEC Tur- 
boGrafx-16 and Sega Genesis, 
programmers can bring arcade 


The alien vessel streaks toward a helpless 
planet Earth. Your mission is obvious. 


quality right to your home. 

Take Radiance Software’s new 
TurboGrafx game, Side Arms. A 
coin-op arcade hit for years, it 
demonstrates the potential of to- 
day’s new home videogame sys- 
tems. The graphics in Side Arms 
are not just arcade-quality, they're 
arcade-identical. 

In Side Arms, you are Earth’s 
last interstellar warrior, the 
planet’s final defense against an 
unknown invasion force from a 
nearby black hole. Armed only 
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SIDE ARMS 


Matthew A. Firme 


Version reviewed: NEC. Radiance 


Software, 11288 Ventura Bivd., Stu- 
dio City, CA 91604. 


with your government-issue side 
arm, you must take on the invad- 
ers, collecting new and more 
powerful weapons along the way. 

As you move through the 
game’s many levels, various power 
items appear. At first, most items 
and weapons appear as the famil- 
iar videogame symbol POW, sus- 
pended and glittering on the 
screen. If you maneuver your 
character over the POW symbol at 
this time, your speed will increase. 
But you can also shoot the POW. 
With each shot, the POW changes. 


Take advantage of these linear formations. 
A direct hit from your Mega-Ballistic La- 
ser will rip through the entire row. 


102 


A few laser blasts will destroy this boss, 
the first in your battle toward the evil 
leader, Nemesis 10. 


First it inverts to spell WOP, 
and touching it will slow you 
down. A second shot transforms 
the WOP into a shotgun, which 
enables you to shoot multiple pro- 
jectiles. And if you shoot the shot- 
gun symbol, you get a Mega-Bal- 
listic Laser, powerful enough to 
blast through rock. 

Sometimes a glowing sphere 
will appear instead of a POW. This 
is an Orbital BIT, and it will en- 
circle your warrior and fire addi- 
tional rounds. You might also pick 
up a Full-Auto symbol, allowing 
continuous fire, or a Three-Way, 
which spreads your weapon’s fire 
over a much wider area. 

As you collect new weapons, 
they don’t replace your old one 
but rather add to your arsenal. You 
can select any weapon you’ve 
picked up from the Weapons 
Availability Menu. 

Side Arms gives youa real sense 
of control. The range of weapons 
and the ability to select the right 
one for the job elevate Side Arms to 
new heights among shoot-em-up 
games. The advanced graphics 
don’t hurt, either. Gp 


hen Shad- 
owgate was 
originally 
released as 
a computer 
game,it 
quickly 
wonarepu- 
tation as a 
monstrous 
brain twis- 
ter. Each bit of progress through 
the dark, labyrinthine castle of 
Shadowgate could be won only by 
solving fiendish, all-but-impos- 
sible problems. Of course, there 
was always a solution, but some- 
times it was baroque in its com- 
plexity or just downright strange. 

In short, it was the kind of 
game that drives sane people to 
how1 with frustration, shake their 
fists at the screen, and swear they 
will never, ever, turn the blasted 
thing on again. 

And ofcourse, 30 minutes later, 
those same people were back at 
their keyboards, eagerly trying out 
some new solution they’d just 
thought of and cheering with glee 
when it worked. 

This Nintendo version pre- 
serves all of the maddening no- 


deadly traps. 


ae 


SHADOWGATE 


William R. Trotter 


Version reviewed: Nintendo. 
Kemco-Seika, 20000 Mariner 
Avenue, Suite 100, Torrance, CA 
90503. Also available for the 


Macintosh; Amiga; Atari ST; Apple 
liGS; and IBM, Tandy, and com- 
patible computers, from Mind- 
scape, 3444 Dundee Road, North- 
brook, IL 60062. 


way-out challenges of the original 
computer game, but seems easier 
to play — probably because the 
Nintendo control pad is so much 
handier than a keyboard. Graphi- 
cally, the Nintendo version is far 
superior to the IBM-compatible 
version. 

In Shadowgate, you assume the 
role of a warrior-king sent by 
druids to explore a great castle 
and unlock its secrets. Your goal is 
to prevent the Warlock Lord from 
unleashing Behemoth, the ultimate 
evil. The castle is a maze of corri- 
dors, secret passageways, curious 
rooms, caves, and underground 
lakes. Almost every nook and 
cranny conceals at least one hid- 
den lethal trap or creature. 

Throughout the game you can 


You'll acquire many items for your inven- 
tory. Try bizarre uses for some objects, like 
setting fire to them. 


acquire numerous items, spells, 
and weapons. To escape some of 
the traps, you'll have to use these 
items in very imaginative ways. 
If you've never tried a game 
like this, Shadowgate is a prime 
specimen to experiment with. It is 


EWS Af SAD THING THAT 
¥VOUR ADVENTURES HAVE 
ENDED HERE! 


No matter how careful you are, you'll 
often meet this fellow. 

not, however, a game for people 
with a low tolerance for frustra- 
tion. It doesn’t cheat — no matter 
how utterly impossible a given 
situation may seem, there is a way 
out, and many people derive 
enormous satisfaction from solv- 
ing these riddles. But even though 
itmay drive you crazy, Shadowgate 
is truly habit-forming, and the Nin- 
tendo version looks so much bet- 
ter than the original PC game that 
it’s practically a whole new expe- 


rience. SP 
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rnold Palmer 
Golfexcelsin 
every area of 
sport simu- 
lation. Yet, 
for all of its 
features — 
and it’s 
loaded with 
more options than a luxury sedan 
— it’s easy to learn and can be 
enjoyed almost immediately. 
When youstep onto one ofits three 
courses (located in Japan, Great 
Britain, and the U.S.), you'll be 
greeted by astoundingly detailed 
16-bit graphics that are as vivid as 
the holes are challenging. 


Chipping out of a sand trap is easily done 
with the proper wedge and a good sense of 
timing. 

Before teeing off, select be- 
tween practice play, a regular 
match with one or two golfers, or 
a round of tournament action in 
which you take to the pro circuit 
with 15 formidable competitors. 
In addition to selecting a course, 
you also pick the level of play. This 
affects both your expertise and the 
amount of wisdom your caddy can 
offer. Next, head to the pro shop 
for equipment. You can carry 14 


REVIEWS 


ARNOLD 
PALMER GOLF 


Phill Powell 


Version reviewed: Sega Genesis. 


Sega of America, 573 Forbes Bivd., 
P.O. Box 2167, South San Francisco, 
CA 94080. 


clubs from a selection of 17. All 
clubs are available in three styles: 
black carbon, glass fiber, and su- 
per ceramic. 

Each stroke is preceded by a 
five-screen decision-making proc- 
ess. These screens help you ana- 
lyze the distance to the hole, the 
type of turf on which your ball is 
sitting, the strength and direction 
of the wind, and your stance and 


One of the instruction screens shows you 
the run of the green, while the inset gives 
a closeup view of your ball’s position. 


aim. A convenient chart lists the 
maximum range of each of your 
clubs. Although it may sound as if 
preparing for each stroke requires 
a lot of study and time, the game 
can actually move as fast as you 
wish. As you grow more experi- 
enced, the entire process is usually 
reduced to a matter of seconds. 


7175 Ses YAROS 
PAR 5. 


caddy can advise you on what club to use 
and how hard to swing it. 


Arnold Palmer Golf under- 
stands that smacking a tiny white 
ball around some undeveloped 
real estate is only part of the sport. 
Frustration is another aspect, and 
one that’s well simulated in this 
videogame. That’s why, true to 
life, you'll find that an overly 
muscled putt will jump the cup, 
even if it’s on target; a howling 
wind can wreak absolute havoc on 
a smoothly executed drive; and a 
wicked slice will send your shot 
into the woods, provoking the 
familiar gnashing of teeth. Just as 
in real golf, one swing in Arnold 
Palmer Golf can take you to the 
summit of victory or leave your 
hopes buried in the sand trap. 
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Wem he time: now. 
fe The place: Ber- 
@ lin. The situ- 
ation: grave. 
Top-secret 
NATO defense 
| plans have been 
dispatched. For 
security’s sake, 
three segments 
of the plans were entrusted to three 
experienced couriers. Now two of 
those men occupy marble mat- 
tresses in the morgue and the third 
has turned renegade, offering to 
sell the plans to the highest bidder. 
Unfortunately, it looks like Mos- 
cow may get to him first...unless 
someone tracks him down and 


Mission control is the place to go when 
you need some medical attention, ammu- 
nition, or extra high-tech gadgets. 


prevents it. 

That someone is you, a master 
spy. Actually, you can play the 
part of four different agents during 
asingle game, since The Third Cour- 
ier allows you to create that many 
customized dossiers. Each trait you 
choose (sex, age, special interests, 
even hobbies) changes your 
agent’s character, sometimes in 
fairly subtle ways whose conse- 
quences don’t become apparent 
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THE THIRD 
COURIER 


William R. Trotter 
Ee er i el De Oe Ee 


Version reviewed: IBM, Tandy, and 
compatibles; minimum 384K 
memory required for EGA or CGA; 
512K required for VGA. Also avail- 


able for the Apple lIlIGS. Accolade, 
550 S. Winchester Blvd., San Jose, 
CA, 95128. 


until you get deep into the game. 

The Third Courier has plenty of 
atmosphere. The graphics evoke 
the gritty, rain-slicked look of Ber- 
lin’s streets. The characters you 
interact with are convincing, too. 
Landmarks such as the Bran- 
denburg Gate, the Charlottenburg 


‘ot a lead on some crucial infor- 
mation that might be found in this book- 
store. 


You've 
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This odoriferous citizen may just want 
some spare change...or he may want to 
slip a knife between your ribs. 
Palace, and even Checkpoint 
Charlie are rendered in fascinat- 
ing detail. 

The playing system relies on 
menus and is logical and easy to 
use. The ability to control four spies 
during the course of a single game 
is a lot of fun. The plot is convo- 
luted enough to challenge Sher- 
lock Holmes and violent enough 
for die-hard James Bond fans. 

On the negative side, this game 
takes an unconscionably long time 
to get going. It is possible to waste 
hours of time (real time, not game 
time) wandering the streets pick- 
ing up only one or two miserly 
clues. The game instructions give 
you very little to get started with, 
and some of that information 
seems to be a red herring. 

If you can stick with The Third 
Courier long enough, its virtues 
become more apparent andits plot 
more involving. No one expects a 
game like this to be easy, but un- 
less you get very lucky, it may be 
hours before you feel like you’re 
getting anywhere. Many players, 
alas, will be turned off before they 


reach that point. 
SGP 
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here’sanew name 
in Nintendo game 
design: NTV In- 
ternational Cor- 
poration. Al- 
though NTVIC 
has beeninvolved 
with computer 
software in the 
past, it is now 
producing games 
for Nintendo. NTVIC’s first title, 
Rock-n-Ball, should win the com- 
pany a good reputation among 
Nintendo fans. 

Rock-n-Ballis based on pinball, 
offering seven different games on 
one cartridge. Each game involves 
a pinball-style board, silver balls, 
and controllable flippers, but the 
table’s setup depends on which 
game variation you choose. 

The first game, Pinball, plays 
just like a traditional arcade ma- 
chine. You caneven shake the table 
to alter the ball’s path and earn 
higher scores. The ball moves at a 
realistic speed, and you control 
the power of the shooter. There are 
knock-down targets, warp holes, 
rails, and spinning targets. Up to 
four people can play by alternat- 
ing turns. 


Rock-n-Ball lets you pick from six “pinball 
wizards,” each with their own strengths 
and weaknesses. 


PINIENBS 
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ROCK-N-BALL 


Matthew A. Firme 


Version reviewed: Nintendo. NTV 


International, 50 Rockefeller Plaza, 
Suite 845, New York, NY 10020. 


In Nineball, you try to arrange 
the balls in rows, like bingo. As the 
balls roll downward, they bump 
against pins placed around the 
rows of holes. Shaking the table 
becomes very important in Nine- 
ball, and good flipper control can 
give you a second chance to sink 
the ball in the hole you want. 

The next three games in Rock- 
n-Ball are versions of Battle Flip- 
per, in which two players face each 
other across a double-sloping 
board. Each of the three variations 
— Bomber, Thunder, and Attack 


In the Nineball game, you wager on your 
ability to score bingo-style patterns of balls. 


The Soccer game combines elements of 
pinball and Foosball, and is a real test of 
your reflexes. 


— requires you to smack the ball 
past the opponent's flippers. There 
are different targets in each game. 
Hitting them can lead tosuchinter- 
esting results as freezing the op- 
ponent’s flippers or exploding the 
ball. All three are fun and com- 
petitive, and can be played against 
either the computer or a friend. 

The last two variations are 
Soccer and Ice Hockey. In the 
Soccer game, you try to “kick” 
goals with your flipper, compet- 
ing in matches of three to seven 
sets. You control the goalie and a 
flipper that spins either clockwise 
or counterclockwise. Ice Hockey 
is played in much the same way, 
but with the added speed and 
challenge of a slick, icy surface. 

If there were nothing more to 
Rock-n-Ball than the traditional 
Pinball game, it would still be one 
of the best pinball simulations 
available for Nintendo. But the six 
additional games, as well as the 
realistic action and ease of play, 
make this first offering from 
NTVIC a real standout. 
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n some ways, 
Rambo III works 
better asa video- 
game than as a 
movie. It’s hard 
to take seriously 
a film about a 
shirtless rene- 
gade whostages 
a one-man inva- 
sion of a war-torn country, casu- 
lly blasts helicopter gunships out 
of the sky with a bow and arrow, 
ind single-handedly defeats the 
nost powerful army in the world. 
The fantastic plot seems more at 
1ome in a videogame, where im- 
dossible exploits, multiple lives, 


\fter bombing the guard towers and de- 
troying a pillbox, Rambo is ready to fin- 
sh mission 1. 


and guns that never run out of 
ammo are taken for granted. 

That’s why Rambo III is best 
’pproached as a cartoon. If you 
want a historical military simula- 
ion or strategic war game, look 
-lsewhere. But if you want an 
incomplicated shoot-em-up with 
sutstanding action, put Rambo III 
it the top of your list. 

As Rambo, a battle-scarred 
veteran, your mission is to rescue 
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RAMBO Iil 
Tom R. Halfhill 


Version reviewed: Sega Genesis. 
Sega of America, 573 Forbes Bivd., 
P.O. Box 2167, South San Francisco, 
CA 94080. Also available for the 


Amiga; Atari ST; Commodore 64; 
and IBM, Tandy, and compatible 
computers from Taito, 267 West 
Esplanade, North Vancouver, Brit- 
ish Columbia, Canada V7M IAS. 


your former commander, Colonel 
Trautman. The colonel is being 
held prisoner by well-armed forces 
inahostile country. Thestory plays 
a minor role, however. The main 
idea is to shoot everything that 
moves and blow up everything 


TUPJ 


In mission 2, Rambo’s goal is to rescue the 
secret agent seen in the cell at top left. 


that’s too big to shoot. 

Your primary weapon is a 
machine gun with an infinite sup- 
ply of bullets. Sprayed like a gar- 
den hose, it’s highly effective 
against the squads of enemy sol- 
diers that relentlessly attack from 
every direction. 

Other weapons includea knife, 


Helicopter gunships beware: Rambo’s on 
the warpath with his fearsome bow and 
arrow. 

a bow, and time bombs. The knife 
requires you to stab enemy sol- 
diers at close range but rewards 
you with bonus points, bombs, and 
arrows. The bow shoots explosive 
arrows capable of wiping out a 
wide assortment of large enemy 
targets. And the time bombs are 
useful for demolishing guard 
towers and other obstructions. 

Before you can rescue Traut- 
man, you have to complete several 
missions. Between the missions 
are bonus rounds in which you try 
to annihilate gunships, tanks, and 
other imposing targets with your 
bow and arrow. 

Rambo III deserves a resound- 
ing thumbs-up — although it'll be 
a sore thumb, if you play it as long 
as we did. 

SP 
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t was the first seri- 
ous simulator to 
hit the PC market, 
and now Micro- 
soft’s popular, 
venerable Flight 
Simulator is back 
again withseveral 
improvements in 
its latest version. 
Simulators (as distinct from 
games) can be judged on how well 
they imitate the real thing, as well 


This player-designed Frankenstein will 
never get off the ground. 
as how much fun they are. A simu- 
lation, after all, is supposed to re- 
create an experience from real life. 
But one problem with airplane 
simulations is that flying a long 
distance can be wearisome, yet 


Float through a quiet, beautiful sky as you 
glide over the Golden Gate in the sailplane. 
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MICROSOFT 
FLIGHT 
SIMULATOR 
4.0 


Richard Mansfield 


Version reviewed: IBM, Tandy, and 
compatibles; 384K minimum 
memory; CGA, MCGA, EGA, VGA, 
or Hercules graphics; joystick or 


mouse optional. Microsoft, 16011 
NE 36th Way, Box 97017, Redmond, 
WA 98073. 


landing can be too exciting, too 
hard to master. Even real pilots 
complain that simulator landings 
can be tougher than real landings 
— primarily because you have 
fewer physical and visual clues 
about the plane’s orientation. 
Microsoft's simulation tackles 
these problems head-on. The simu- 
lation is rich with detail and ver- 
sion 4.0 adds such new touches as 
other aircraft in motion, additional 
scenery, and random weather pat- 
terns. All this contributes to the 
sometimes spectacular views for 
which the program is justly cele- 


_ brated. Such visual detail both 


reduces the tedium of routine 
flying and gives youa greater sense 
of location during landings. 
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As for variety of craft, you car 
now choose between a Cessna, 2 
business jet, a Sopwith Camel, o1 
the new sailplane. Plus, there’s 2 
new feature with which you car 
design and fly your own planes. 

Design one with huge wings 
tiny swept-back elevators, and lot: 
of thrust. Then you can put it ona 
runway, throttle up, and wobble 
along until you crash at the end ot 
the runway (too heavy to fly). But 
sooner or later you'll create some 
viable planes, and you can add 
them to the ones Microsoft sup- 
plies. 

All in all, this simulator is 
tougher to fly than some, easiet 


Breathtaking views of Chicago at night. 
than others. For many armchair 
pilots it strikes just the right bal- 
ance between verisimilitude and 
ease of flight. And, you get 118 
different airports to fly to, a full set 
of instruments, some astounding 
views of familiar cities, and con- 
siderable realism in both scenery 
and flight control. Version 4.0 
enhances Microsoft Flight Simula- 
tor’s reputation as one of the best 
flying simulators available. 
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Four companies have joined the 
growing number of Nintendo-li- 
censed game publishers, and their 
first titles are now being released. 

Toho is making a strong first 
impression with Godzilla: Monster 
of Monsters. Invaders from Planet 
X have marched into the solar 
system, sending eight terrible 
monsters to attack the people of 
Earth. To defend itself against the 
alien threat, Earth sends its most 
powerful monsters, Godzilla and 
the giant Mothra. The on-screen 
characters are some of the largest 
yet seen in a Nintendo game, and 
the graphics are topnotch. 

Two of the new Nintendo li- 
censees are releasing variations on 


In King’s Knight, the mighty Barusa 
searches for Princess Claire. 


the medieval knight theme. Square 
Soft is bringing out King’s Knight, 
in which you must rescue the 
lovely Princess Claire from a 
dragon. You play each stage as 
one of four adventurers: Ray Jack 


In Godzilla: Monster of Monsters, Earth’s best-known overgrown lizardis the last line of de- 
fense against invading aliens. 


the knight, Kaliva 
the wizard, Barusa 
the monster, or Toby 
the irrepressible 
thief. 

In Nexoft’s first 
offering, Castlequest, 
another princess has 
been kidnapped — 
this time by the ne- 
farious Mad Mizer, 
Dark Lord of Groken 
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Each screen in Castlequest is a maze of 
treasure, monsters, and keys. 
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Castle. As Prince Rafael, you must 
find the princess, gathering keys 
and magical items to aid in your 
quest. 

Seta USA is releasing The Ad- 


The Adventures of Tom Sawyer: Tom runs 
afoul of riverboat pirates. 


ventures of Tom Sawyer. Join Tom, 
Huck, and Becky asthey raft down 
a raging river, fight terrifying 
monkeys in the forests, and battle 
their way through Haunted Man- 
sion and Mystery Cave. 
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NEW LIFE FOR JOAN OF ARC 


In its latest historical computer game, Broderbund gives you a 
chance to reenact the life and times of one of France’s greatest 
heroines. Joan of Arc: Siege & The Sword re-creates Joan’s cam- 
paign to have Charles VII crowned King of France, including 
her battles against the English and Burgundians. 

Joan of Arc covers several decades, continuing from Joan’s 
capture and execution by the English in 1431 until 1456. You 
assume the role of Charles VII, raising armies, collecting taxes, 
calling for arrests, and planning battles, among other options. 
With 31 characters, 73 historical settings, and five different 
action sequences, the game can be played over and over with a 
variety of results. It also has colorful graphics and digitized pho- 
tographs for added realism. 

Joan of Arc: Siege & The Sword is available for the Amiga; Atari 
ST; and IBM, Tandy, and PC-compatible computers. 


RUN, SPOT, RUN! 


Spot,theanimatedSeven-Upchar- cans and TV commercials, will 
acter you’ve seen on soft drink soon be jumping, hopping, pole 


Spot is a character of many moves in the new Virgin Mastertronic game Spot. 
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Relive an exciting chapter in French history in 
Broderbund’s Joan of Arc: Siege & The Sword. 


vaulting, and moon-walking his 
way to your computer in a new 
strategy game from Virgin Mas- 
tertronic. 

The game, called Spot, allows 
up to four players to move Spot- 
like game markers over a board to 
see who can take the most terri- 
tory. Similar in some ways to the 
ancient oriental game of Go, Spot 
is never over until the board is 
completely filled. 

Part of the fun is seeing what 
Spot will do next. And when he 
flips up those shades, what's 
underneath? 

Spot is planned for release on 
IBM, Tandy, and PC-compatible 
computers at the end of January, 
with Amiga and Commodore 64 
versions to follow later. 


You've played (izarory 


Now the REAL CHALLENGE! 


Fantasy tole playing climbs to new heights of challenge and excitement 


W | ‘li +H as you descend into the depths of the CITADEL. Your quest is to free the 
Lady Synd, cruelly imprisoned by the evil Wizard Nequilar. You must 


rely on your skill and cunning to merely SURVIVE. 


OMMERCIALS Shine 


Create your own heros using the complete, 
heritage oriented, character generation system 
including character image customizing. 

© Select from over 200 weapons and items. 

© Over 60 spells/scrolls at your command. 
* Most graphically realistic, 
three dimensional maze 

exploration ji 

* ever created. 

« Hundreds B 

“of rooms on 

multiple levels. ie 

BS oA constant fi 

challenge is 
provided from over 
60 animated monsters 
_ that must be overcome. ae 
The sound and t 


Thanks to an agreement between 
Tradewest and Pepsi-Cola, 
Tradewest’s latest Nintendo re- 
lease, Magic Johnson's Fast Break, 
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animation 
will take 


The Pepsi logo occupies the center court 
position in Magic Johnson's Fast Break. 


will be the first videogame to 
contain commercials. In exchange 
foranunspecified promotional fee, 
Tradewest will prominently dis- 
play the familiar Pepsi logo both 
as part of Magic Johnson's Fast 
Break’s title screens and on signs é 

that appear in the background of : f ; We cdecot Plas os 
the game. i ' Y gegerand Atari ST. 

“By joining with Pepsi in this See a 
venture,” said Tradewest Presi- f 
dent Brian Cook, “we've added a es . 
new dimension of realism to the ered , _ ) 
electronic basketball arena. We agi. Y ; 
also have probably opened the om 4 i 
door on a significant new adver- : 
tising medium.” 

Pepsi also played a major role 
in bringing commercials to home 
video. Last year, it placed adver- ‘ 
tisements on the video release of O9@ 
the movie Top Gun. v 


Bd 
cit 


fs 


SPOT EPAPIETT NED PAO PIE. 


(805) 257-1797 


jealer inquiries invited. 


Citadel is a registered trademark of Posteraft International Inc. 
All other trademarks or brand names are the property of their respective holders. 
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SAFE AT ANY SPEED 


Remember when a V-8 wasn’t just 
a vegetable juice? Now you can 
return to the 1960s, when gasoline 
was as plentiful as water and ev- 
ery speedometer went up to 120 
mph. The Muscle Cars is Accolade’s 
new accessory disk for The Duel: 
Test Drive I, and it lets you climb 
behind the wheels of five of the 
fastest production cars ever to roll 
out of Detroit. 

The Muscle Cars allows you to 
race these American classics with 
any other existing car and scenery 
disks. The new disk includes the 
1963 Corvette Stingray “Split 
Window” Coupe, the 1968 Shelby 
GT500 Cobra, the 1967 Pontiac 
Grand Turismo Omolgato, the 
1969 COPO 9560 ZL-1 Camaro, 
and the 1969 Dodge Charger 
Daytona. The Muscle Cars is avail- 
able for IBM, Tandy, and PC- 
compatibles; the Apple IGS; 
Commodore 64; and Amiga. 

Another new Accolade title, 
The Third Courier, marks the com- 
pany’s first venture into role-play- 
ing games. Featuring a contempo- 


Your chances of getting 
information in this East 
German butcher shop 
are probably a lot better 
than your chances for a 
big T-bone. 


Is any European 
sports car really a 
match for the muscl 
Be of the Dodge 
m 
peel epatiny Charger Daytona? 


= : \ 
Feat) findtleiseh 


ing for a NATO courier who has 
disappeared somewhere in East 
or West Berlin. You have seven 
days to search for the courier and 
the non-nuclear defense plans he 


UPGRADED JET FIGHTER FOR PC COMPATIBLES 


was carrying, racing to solve the 
case before the vital intelligence 
falls into the wrong hands. (See 
review on page 105 of this issue.) 


rary setting in East Berlin, The Third 
Courier is a game of intrigue, poli- 
tics, and espionage. You play 
Moondancer, a secret agent search- 


Velocity’s already-popular jet combat simulator has 
been redesigned. Jet Fighter: The Adventure version 1.5 
maintains the features that made the first version a 
success, but adds several improvements. 

The new version now supports CGA graphics as 
well as EGA and VGA. It features easier aircraft 
carrier landings, with a practice mode and a new 
Instrument Landing System. You can even “undo” a 


‘ 
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crash landing. Pop-up menus allow in-flight pro 
gram adjustments, even letting you change planes ir 
mid-mission. Internal and external views have beer 
improved, enhancing the sense of motion. 

Jet Fighter version 1.5 also has new joystick inter- 
facing and an expanded user’s manual. The upgrade 
is available to original owners for $11, or $15 with the 
revised manual. 
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Once upon a time there was a city 
named Arkista which represented 
the pinnacle of elven civilization. 
The elves’ city was protected by a 
magical ring that brought peace 
and harmony to the land, and by 
two treasures, the Wealth Amulet 
and the Elf Mirror. But not far 
away there lived an evil shogun 
who plotted to plunge the elves 
into darkness and despair. One 
night he sent his ninja to steal the 
ring and treasures, and Arkista 
began to sink into ruin. 

Arkista’s Ring, anew Nintendo 
game from American Sammy, be- 
gins as the elves seek an army to 
regain their lost glory. But the 
only elf brave enough to volun- 
teer is Christine, a young girl. As 
Christine, you set out to recover 
the treasures from the shogun, 
battling myriad creatures through 


WE BUY 
WE SELL 
NEW ¢ USED 
CARTRIDGES 


¢ Nintendo 
° Sega 
e Atari 2600 


The brave Christine faces the wilderness and ninja warriors. 


maze after maze. You can pick up 
new weapons, potions, and expe- 
rience while progressing through 
the game’s 125 levels. You must 


SINCE 1982 


car 1-900-990-3000 


For Current Buy/Sell Price List 


This Call Will Cost $2.00 And You Will Receive a $2.00 Discount Coupon If You Buy 
Or $2.00 Bonus If You Sell 
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fight a certain number of enemies 
to get a key, then find the exit to 
advance to the next level, where 
new challenges await. 


TO RECEIVE CURRENT 
BUY /SELL PRICE LIST. 
CHECKLIST 
(OVER 500 TITLES 
LISTED). SEND (3) 
THREE 25 CENT STAMPS 
TO 
PLAY. IT AGAIN. 
DEPT. AE: 

P.O. BOX 6718 
FLUSHING. NY 11365 


° Best Selection 
° Best Prices 
° Best Service 
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This list of 100 top video and 
computer games is updated 
each month. The x symbol 
indicates recently reviewed 
games added to the listin this 
issue. 


KEYTO VERSIONS: PC (IBM PC/ 
XT/AT, PS/2, Tandy, and 
compatibles); AT (IBM AT and 
compatibles only); 64 (Com- 
modore 64/128); Amiga 
(Commodore Amiga); Mac 
(Apple Macintosh); Apple Il 
(Apple Il/ll+/llc/lle); Gs 
(Apple IIGS); ST (Atari ST); NES 
(Nintendo Entertainment 
System); Game Boy (Nin- 
tendo Game Boy); Sega 
(Sega Master System); Gene- 
sis (Sega Genesis); NEC (NEC 
TurboGrafx-16); 7800 (Atari 
7800); 2600 (Atari VCS 2600); 
XE (Atari XE videogame sys- 
tem and 8-bit computers). 
The first version listed in each 
entry was the version re- 
viewed. 


Adventures of Bayou Billy 
combines martial arts action, 
fast driving, and shooting. As 
Billy, youstart your adventure 
down in the bayous of Louisi- 
ana. Your girlfriend Annabelle 
has been kidnapped by 
Gordon, the Gangster King 
of Bourbon Street, and now 
it’s pay-back time. This game 
keeps you busy, but humor- 
ous touches keep you laugh- 
ing as well. Konami, for NES. 


Adventures of Lolo is a puzzle- 
solving game that rewards 
logic and patience. Princess 
Lala has been kidnapped, 
and it’s up to Prince Lolo to 
save her, He can do this by 
clearing a seemingly endless 
number of rooms inthe Great 
Devil’s castle. It's an enjoy- 
able mind-bender for both 
adults and children. Hal 
America, for NES. 


x All-Pro Basketball has prob- 
lems bringing the big league 
tothesmallscreen, It’splayed 
inasomewhat confusing half- 
courtstyle, shifting courts with 
each change in possession. 
Also, the graphics and tiny 
player figures do little to clar- 
ify the chaos. The closeup 
dunk screen, however, is 
beautiful and makes up for 
many deficiencies. Vic Tokai, 
for NES. 
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Altered Beast is an action 
game that makes you the 
monster. Summoned fromthe 
grave by Zeus to rescue his 
daughter Athena, you're a 
mighty warrior who can trans- 
form into various kinds of 
fearsome beasts. Altered 
Beastcomes with every Sega 
Genesis and is far superior to 
the earlierversion forthe Sega 
Master System, It rivals the 
arcade version with outstand- 
ing graphics, numerous 
screens, fast action, and ste- 
reo sound. Sega, for Genesis, 
Sega. 


¢ Arkanoid Il: The Revenge 
of Doh is the sequel to the sur- 
prisingly popular Arkanoid, 
which wasitself aresurrection 
of the classic Breakout from 
the early 1980s. Arkanoid. Il 
preserves the basic ball, brick, 
and paddle concept, en- 
hancing it with even more 
features and a design-your- 
own-screen mode. It’s still as 
addictive as ever. Taito, for 
PC, 64, IIGS, ST. 


Baal upholds the Psygnosis 
reputation for graphically 
outstanding action games 
with fast and smooth anima- 
tion. As the captain of the 
Time Warriors, an elite com- 
mando squad, you must re- 
trieve the apocalyptic War 
Machine from the evil Baal. 
Thisinvolves running, jumping, 
somersaulting, climbing lad- 
ders, leaping overbombs and 
mines, and (of Course) shoot- 


ng enemies. Psygnosis, for 64, 
PC, Amiga, ST. 


Bad Dudes is an uncompli- 
cated kill-anything-that- 
moves game, with anominal 
plot that involves rescuing a 
kidnapped president, The 
Nintendo version is a worthy. 
adaptation of the arcade hit, 
butlacks asimultaneoustwo- 
player option. Overall, a 
simple and satisfying action 
game. Data East, forNES,PC, 
64, Amiga, ST, Apple ll. 


Batman, The Caped Crusader 
has much in common with 
the summer's hit movie — it 
looks fantastic and is fun at 
first, but eventually falls just 
short of greatness. The prob- 
lem is that Batman is a cross 
between a martial arts ar- 
cade game andacomputer 
puzzle, and the sheer num- 
ber of enemies you must 
defeat can become over- 
whelming. The player inter- 
face is well-designed, how- 
ever, and the graphics cre- 
ate a good comic-book 
“feel.” Data East, for 64, 
Amiga, ST, Apple tl. 


Bionic Commando drops you 
behind enemy lines to res- 
cue Super-Joe, an ace 
combat soldier. Using a map 
of 19 areas, playersmust save 
Joe and thwart an evil plan 
to take over the world. Fast 
action, great graphics, and 
variety — this game has if all. 
Capcom, for NES. 
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Blades of Steel is an ice 
hockey game that sizzles! 
Choose an NHL franchise and 
make a run for the Stanley 
Cup. If you push too hard, a 
brawl will ensue. Its playabil- 
ity and good graphics make 
this game a crowd favorite. 
Konami, for NES. 


Biaster Master takes you 
through eight levels of nar- 
row passageways as you try 
to find and destroy the Pluto- 
nium Boss. In your armored 
vehicle, you struggle against 
many kinds of radioactive 
mutants. Most of them can 
be killed with your car's 
weapons systems, but to 
conquer some you must 
leave the car and fight on 
foot. Sunsoft, for NES. 


Blockout is basically a 3-D 
spin-off of Tetris. Instead of 
positioning two-dimensiona 
shapes atthe bottom ofa flat 
screen, you have to steet 
three-dimensional blocks inte 
the bottom of a walled pit. 
Since each wire-frame block 
canbe rotated around three 
different axes and maneu- 
veredin fourlateral directions 
Blockoutis areal brain-twister 
that adds a whole new di. 
mension to an old favorite 
California Dreams, for PC 
Mac, Amiga. 


Blood Money for the Amigc 
may well be the best shoot: 
em-up computer game eve! 
written. The lengthy introduc: 
tion — with its stunning aster: 
oid sequence and digitizec 
stereo soundtrack — is not tc 
be missed. Fortunately, the 
rest of the game lives up tc 
these theatrics. The graphics 
are extremely detailed, the 
animation is sometimes star 
tling Qwatch for the jellyfish ir 
the undersea world), and the 
difficulty levelis arcade-class 
There‘s even a simultaneous 
two-player option. Psygnosis 
for Amiga, ST, 64. 


vx The ue Bunny Crazy 
Castle pits Sylvester the cat 
Daffy Duck, Wile E. Coyote 
and Yosemite Sam agains 
our favorite rabbit. But don” 
feel too sorry for Bugs. He car 
push large objects onto hi 
rival cartoon critters and dor 
boxing gloves to pop thei 
noggins. Although Bug. 
Bunny. is ideal for younge 


and novice players, it lacks 
variety and probably won't 
challenge more experienced 
oe Kemco-Seika, for 


Castlevania Il: Simon’s Quest 
eturns you to a Nintendo 
version of Transylvania in 
search of Dracula’sscattered 
‘and well-guarded) remains. 
Suide your whip-wielding 
1ero through lakes of fire, 
dank stone villages, and vast 
raunted mansions. A big, 
slaborate quest game with 
good graphics and plenty of 
Shallenges. Konami, for NES. 


Chuck Yeager’s Advanced 
ent Trainer 2.0 emphasizes 
light training, not combat or 
eal-world scenery. The pro- 
gram, manual, and audio 
cassette (with Yeager’s 
voice) help you through take- 
offs, aerobatics, and land- 
ngs. You can pick from 18 
different aircraft (biplanes to 
space shuttles), compete in 
air races, and fly with the 
Thunderbirds and Blue An- 
gels. Anexcellent way to earn 
your electronic wings. Elec- 
frronic Arts, for PC. 


“« Clash at Demonhead fea- 
tures the usualsave-the-world 
Slot, complete with akidnap- 
9ed nuclear scientist and an 
atomic bomb to be dis- 
armed. But if’s fun, and a 


slightly odd sense of humor — 


oubbles just beneath the 
surface. It’s also frustrating at 


mes because certain haz- 


ards demand perfect timing 
and creative proble } 
ng. Vic Tokai, for NES, — 


og Cloud Master willhave' 


U 
soaring Over the Chinese fh 
nt a hopeful 
t seeking to 
erful mystic. 


When the charm wears off, 
Cloud Masterbecomes tedi- 
ous. Sega, for Sega. 


Cosmic Osmo is the delight- 
ful sequel to The Manhole, a 
unique cartoonlike game of 
unstructured exploration. You 
don’t have to kill any ene- 
mies, pursue any quests, or 
destroy any planets. Instead, 
you freely move about a 
topsy-turvy universe of odd 
places and objects, interact- 
ing with the graphically de- 
tailed environment in almost 
any way imaginable. It’s so 
nonviolent that your space- 
ship shoots Q-Tips. Activision, 
for Mac. 


Curse of the Azure Bonds, the 
sequel to Pool of Radiance, is 
an Advanced D&D adven- 
ture. It’s a solid fantasy role- 
playing game that’s definitely 
not forwimps. You begin with 
level 5 characters, and you 
have several new categories 
of monsters to overcome. In 
fact, combatisthe heart and 
soul of this game. Be pre- 
pared to spend many hours 
fighting enemies and explor- 
ing. Recommended for ex- 
perienced adventurers. SSI, 
for 64, PC, Apple ll. 


Decisive Battles of the Ameri- 
can Civil War (Volume 2) is a 
well-designed strategic war 
game in the board game 
tradition. It covers the middle 


period of the war with such. 


battles as ood 
Chickamauga, Gaines Mills, 
‘Stones River, and Chat- 


_tanooga. What makes it 


unique, however, Is its out- 
standing graphics — it is the 


first Heel playable hexagon- 
_ grid war game for a personal 
‘SSG, for PC, 64, 


Computer. 
Apple 
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Desert Commander is the 
most realistic war game yet 
seen for Nintendo. Based on 
the North African campaigns 
of World War Il, it simulates air 
and ground warfare with 
emphasis on strategy, not 
arcade action. Despite afew 
flaws — limited maneuvera- 
bility, mysterious casualty 
statistics, and occasional tol- 
erance of absurd tactics — 
it’s an entertaining and wel- 
come gesture foward more 
sophisticated war games. 
Kemco-Seika, for NES. 


Destroyer Escort puts you in 
command of a World War II 
warship, and your mission is 
to escort supply and troop 
ships through hostile waters. 
Neither an all-out shoot-em- 
up nor an ultra-realistic simu- 
lation, it combines elements 
of both genres to create an 
easy-to-play, entertaining 
military game. MicroPlay/ 
MicroProse, for 64. 


Double Dragon is one of the 
finest games available for 
those who like their action 
fast and their enemies relent- 
less. Billy grew up as a 
streetwise martial arts expert. 
His girlfriend is abducted by 
the toughest gang inthe city. 
You'll need all 11 methods of 
attack, plusthe odd weapon, 
to rescue her. Tradewest, for 
NES; Arcadia, for Amiga, PC; 
Activision, for Atari 2600, 7800, 
Sega. 


Dr. Chaos is a two-phase 
game that first requires you 
to explore a mazelike man- 
sion in search of a missing 
invention. After finding it, you 
must fight your way back 
were the mansion to as- 
semble pieces of a laser 


weapon. The first phase 
- demands careful mapping; 


fees © 


i 2 Fax« noe layin: 


; defeat the Evil O1 


making skills as you embark 
on a quest to free the terror- 
ized land of Alefgard from 
the evil Dragonlord. It lacks 
certain details found in simi- 
lar computer games, but is 
among the more sophisti- 
cated Nintendo examples of 
this genre. Nintendo, for NES. 


DuckTales delightfully cap- 
tures the spirit of Walt Disney 
cartoons. You guide Scrooge 
MeDuck (with cameo ap- 
pearances by other Disney 
characters) throughout the 
world on a quest for five leg- 
endary lost treasures, The 
amusing graphics are vintage 
Disney, there’s no gruesome 
violence, and the skill level is 
challenging without being 
too difficult. Perfect for Disney 
ce of allages. Capcom, for 


Echelon is billed as a 3-D 
space flightsimulator, andit’s 
a darn good one. Butit’s also 
a thoroughly engrossing © 
adventure game in which 
you discover clues to a pirate 


base while making an ar ~ 


chaeological survey of a 
planet. Thoughtful features, — 
great graphics, and startling 


sound effects (for PCs)make 


this game a winner. BOSS 
for PC. ae 


F-19 Stealth Fighter ae an ex: 
ceptionally high-quality simu- 


lation of aircombatinthe Air 


Force’stop secret plane. Yo 
fly from carriers or land bases 
on combat and reconnais- 
sance missions in Libya, th 
Persian Gulf, the North Cap: 


adventure with 


your hometown 


save a failing circus by suc- 
cessfully performing a series 
of acts ranging from trapeze 
tricks to the human cannon- 
ballstunt. Meanwhile, anasty 
clown named Freddy tries to 
sabotage your efforts. Car- 
toonlike graphics and humor 
contribute to the fun, though 
some players may not find 
the game very challenging 
after they've mastered the 
simple arcade skills required. 
eUGSCODe for PC, Amiga, 


Fighting Street is the first title 

eleased on compact disc 
or the NEC TurboGrafx-16 
and special TurboGrafx-CD 
player. It’s a martial arts ac- 
tion game similar to such 
Nintendo hits as Double 
Dragon and Ninja Gaiden, 
but with obviously superior 
graphics and sound, Except 
for its stereo soundtrack, 
however, it doesn't seem to 
make the most of the CD’s 
vast potential. It may take 
awhile for game designers to 
catch up with this advanced 
Mea neioey: Capcom, for 


vx Fire King is SSG’s first fan- 
tasy role-playing title, andit’s 
sure to attract a whole new 
audience to this war-gam- 
ing company. You choose 
fromsixmedieval characters, 
then embark on a quest to 
destroy an evilbeastthat lurks 
incatacombsbeneathacity. 
Fire King is a very smooth 
game that’s easy to learn 
and comfortable to play. 
SSG, for 64. 


Genghis Khan may well be 
the finest historical role-play- 
ing game on the market. 
Great fun to play, it also 
teaches some profound les- 


sons about the realities of — 


power. Become one of four 


-probik | 
- pee Koei 


ree, ES. 


Se 13th-century monarchs and 
try to tule the world. You get - 
~ all the power, but also all the 


able sports simulation. Jaleco, 
for NES. 


vx Golden Axe is a strong 
adaptation of Sega’s hit ar- 
cade game, with virtually 
identical graphics and game 
play. Your goal is revenge 
against the evil Death Adder, 
who has killed a loved one. 
First, however, you must fight 
droves of lesser enemies. You 
can choose from three differ- 
ent characters, each with 
unique fighting abilities, and 
there’s atwo-player mode as 
well. Definitely a game for 
action fans, not strategic 
thinkers, Sega, for Genesis. 


Hidden Agenda is an intrigu- 
ingstrategy game thatmakes 
you the new presidente of 
Chimerica, a fictional Latin 
American country whose old 
government was recently 
overthrown. Your position is 
insecure, yet you must bal- 
ance many conflicting forces 
and pressures while rebuild- 
ing the economy and trying 
to keep the peace. Reveal- 
ing, educational, and fun. 
Springboard, for PC, Mac. 


Hostage jumps right off the 
front page of today’s news- 
papers. Terrorists have at- 
tacked an embassy and 
captured hostages. Youlead 


~ asix-man commando squad | 
to rescue the hostages and 
kill the terrorists. A training ierto 
_ mission helps acquaint new 

or beauti- — 


players with the game. It’s a 
realistic  depic IN. Of A famil 


: pe, 
- ST. Retitled Resc! 
- passy Mission for ? 


ing adventure with attractive 
graphics. Lucasfilm, for PC, 
Amiga, ST. 


lronSword: Wizards & Warri- 
ors Il is a superior sequel that 
picks up where the original 
story left off. The sinister sor- 
cerer Malkilhas returned and 
is spreading evil from atop 
IceFire Mountain. As the 
brave knight Kuros of Elrond, 
you must fight your way to 
the mountain and defeat 
Malkil. The graphics are daz- 
zling, and the diverse chal- 
lenges are the game’s strong 
point, Acclaim, for NES. 


Jack Nicklaus’ Greatest 18 
Holes of Major Championship 
Golf isn’t a flashy or spec- 
tacular game, but it is a 
consistent and professional 
simulation of pro golf. One to 
fourpeople can play on three 
different courses, including a 
fantasy course of Nicklaus’ 
18 favorite holes. You can 
even challenge nine differ- 
ent computer opponents, 
including Jack himself. Ac- 
colade, for Amiga, PC, 64, 
IGS, Konami, for NES. 


vx John Madden Football is 
an interesting gridiron simula- 
tion that accommodates 
almost any level of involve- 
ment. You can grab the joy- 
stick and play it as an arcade 
game, or sit back and let the 
computer controlthe action. 


Strategically, itoverpowersits. 
competitors with a wealth of 


detail and statistics covering 
all facets of football. Youcan 
even chalkboard your own 
plays. Electronic Arts, for PC. 


Journey i is a radical but logi- 
caldeparture from Infocom’s 
traditional text-only adven- 
ture games. Thanks to attrac- 


tive graphics and a menu- 


based user interface, it’s 


much less complex and eas- — 
play. Italso boasts some 


game is similar to such Nin- 
tendo titles as Strider and 
Bionic Commando, but with 
noticeably better graphics. It 
also gives us a peek at the 
promising potential of this 
powerful game system. NEC, 
for NEC. 


King’s Quest IV: The Perils of 
Rosella is a remarkable addi- 
tion to the King’s Questseries. 
The story has King Grahams 
daughter on a quest of her 
own to save the king’s life. 
Wonderful graphics combine 
with fairy tale and mythologi- 
cal allusions to provide doz- 
ens of hours of game play. 
Sierra On-Line, for PC, Apple 
I, IGS, Mac, ST. 


Kings of the Beach: Profes- 
sional Beach Volleyball is the 
volleyball equivalent of Jor- 
dan Vs. Bird: One on One in 
style, design, and overall 
excellence. Try to master the 
six-pack slammer, the dig, 
and the Kong block as you 
play onbeach courts around 
the world. Electronic Arts, for 
PC. Konami, for NES. 


vx The Legendary Axe is an 
arcade-style game similar to 
Sega’s Golden Axe. As 
Gogan, an axe-wielding 
warrior, you must fight your 
way toward ashowdown with 
the evil Jagu, who has killed 
your friend, But you can’t just 
chop away indiscriminately 
— your energy is limited, and 
sometimes you must rest. Life- 
like animation and vivid back- 
grounds greatly enhance the 
action. NEC, for NEC. 


vx Lords of the Rising Sun de- 
parts from earlier Cine- 
maware titles by shifting the 
balance toward more en 


though ‘it’s still graphically. 
beautiful, the emphasis is o 
thesto 


we've seen, it’s also one of 
the most time-consuming to 
learn. The effort is worthwhile, 
however, and the special 
effects are wondrous. Culture 
Brain, for NES. 


Mega Man Il is a sequel that 
surpasses the original. As 
Mega Man, you must defeat 
a mad scientist’s eight pow- 
erful androids to thwart his 
diabolical plot to rule the 
world. The all-new androids 
are challenging opponents, 
and the game’s other char- 
acters are cartoonlike crea- 
tures with destructive tenden- 
cies. Even the graphics are 
better this time around, 
Capcom, for NES. 


Metroid is a very popular Nin- 
tendo game in. which you 
guide space hunter Samus 
through the maze-world of 
the planet Zebes, Excellent, 
fast-paced game play. Nin- 
tendo of America, for NES. 


Might and Magic Il is a near- 
perfect example of its genre: 
fantasy role-playing game 
with strong graphics, a well- 
designed user interface, 
lengthy playing time, and 
numerous options. The auto- 
matic mapping is greatly 
appreciated, and the well 
organized screen displays just 
about everything you need 
to know to play the game. 
New World Computing, for 
PC, 64, Apple ll, Mac, Amiga. 


Mike Tyson’s Punch-Outis one 
ofthe most popular Nintendo 
games ever sold. You battle 
your way up the ranks of 
boxing contenders until you 
get a chance to fight the 
champ himself. As Little Mac, 
you can throw jabs, upper- 


cuts, and body shots. Nin- 


tendo of America, for NES. 


represented by chalkboard- 
style X’s and O’s — simple 
graphics which may disap- 
point some gamers, But the 
real strength of this game is 
whathappens beforethe ball 
is snapped. It takes you be- 
neath the rough-and-tumble 
surface of pro football to 
reveal the nuances and sub- 
tleties of coaching and play- 
calling. XOR, for PC, Mac. 


Ninja Gaiden was one of the 
most popular Nintendo 
games of 1989. Ninja Gaiden 
is a member of a highly 
trained secret police force. 
He can confront any evil with 
only his sword and Shuriken 
to protect him. During six 
rounds he meets numerous 
enemy attacks in 20 areas of 
play. Fast and furious action, 
Tecmo, for NES. 


Nobunaga’s Ambition is an 
impressive historical simula- 
tion. It places you in 16th- 
century Japan as a powerful 
daimyo (lord) attempting to 
unify warring fiefdoms. More 
than a war game, it forces 
you to deal with diplomacy, 
economics, and other fac- 
tors. It has also survived the 
transition from PC to Nintendo 
pone tewy well. Koei, for PC, 


The Omnicron Conspiracy is 
essentially a role-playing 
detective game with a sci-fi 
twist. Your mission is fo find a 
missing secret agent, but 
along the way you stumble 
upon a conspiracy involving 
Stardust, a new drug. Strong 
points include humor, good 
graphics, aclever first-person 


user interface, plenty of 


opportunity for exploration, 


and a cyberpunk atmos- 


War. Deep inside 


mri 


“novel, is a hi 


umust fight — 
would-be 


yame easy to play 

yet it’s still chal 

h for video W 
bring» 


mountainous terrain, you 
make their farms more pro- 
ductive, and thereby in- 
crease their population. The 
ultimate goal is to conquer 
the other god’s chosen ones. 
An excellent and highly origi- 
nal strategy game for one or 
two players. Electronic Arts, 
for Amiga, ST. 


Rastan, adapted from the 
Sega arcade game, puts you 
in the combat boots of a 
successful mercenary who's 
trying to rescue a king’s kid- 
napped daughter. The col- 
orfulaction takes youthrough 
jungles, castles, and enemy 
headquarters. The graphics 
are good and keep getting 
better, but be prepared fora 
difficult game. Sega, for 
Sega. 


Red Lightning Is an incredibly 
detailed World War ll simula- 
tion that pits NATO armies 
against the forces of the 
Warsaw Pact. Itencompasses 
virtually every aspect of 
modern warfare and has 
great graphics, but some- 
times tends to bog down the 
player with too much detail. 
Recommended for serious 
war gamers who appreciate 
complexity. SSI, for PC, 
Amiga, ST. 


Red Storm Rising, based on 


Tom Clancy's bestselling 


Shinobi, an enraged ninja 
warrior, you must fight your 
way through a world filled 
with enemies. It’s a typical 
ninja-on-the-warpath story, 
but the scrolling scenery and 
multilayered backgrounds 
pack avisual punch that must 
beseentobe believed. Sega, 
for Genesis. 


Rocket Rangermakesyouthe 
hero of a 1940s science fic- 
tion serial. The Nazis will win 
World War Il unless you can 
rescue a scientist. But don’t 
worry! You've been sent ajet 
pack from the future. Terrific 
graphics, great game. Cine- 
maware, for PC, Amiga, 64, 
ST, IGS; Kemco-Seika, for NES. 


Search for the Titanic is a 
unique simulation that casts 
you in the role of an ocean- 
ographer — an unlikely sub- 
ject for a computer game. it 
would seem, but highly origi- 
nal. Your goal is fo finance 
and eiganiee an expedition 
tofind the famouss.S. Titanic, 
sunk by an iceberg in 1912. 
You'lllearn alot about deep- 
sea exploration andhave fun 
alongthe way. This game isn't 
for everyone, but if gets high 
marks for playability and 
authenticity. Capstone (Intra- 
Corp), for PC, 64, Apple ll. 


Shadowgate is an excellent 

raphics adventure, with a 
‘ascinating interactive envi- 
ronment and ingenious 
puzzles to unravel. Very chal- 
lenging and well designed. 
Mindscape, for PC, Amiga, 
Apple Il, Mac, 64, ST; Kemco- 
Seika, for NES. 


Shanghai allows you to play 
the ancient game of Mah- 
Jongg without having to 
round up other people, al- 
though youcan play with one 
or more friends if you want. 
It’s simple to match the 
stacked tiles and remove 
them from the board, but — 
winning is not that easy, En-- 


- gaging, strategic,andhabit- 


forming. Activision, for PC 


zy piles, Apple i, liGS, Mac, 
64,8 Der oencoaese 
(elfiemceres 


, Sega. 


It’s an amazingly clever and 
versatile program. Avan- 
tage/Accolade, for Amiga, 
64. 


Silpheed is the Americanized 
version of the sequel to 
Thexder, which was a hit both 
here and in its native Japan. 
Unpretentious and refreshing, 
Silpheed is an unabashed 
space shoot-em-up with 
great graphics. You're in 
control of a futuristic fighter 
that’s a cross between an F- 
14 and the Millennium Fal- 
con, and there are plenty of 
aliens to zap. The IBM version 
is notable as one of the few 
really good shoot-em-ups 
available for PCs. Sierra On- 
tne for PC, Amiga, ST, Mac, 


Sim City is an outstanding and 
original strategy game in 
which you manage the de- 
velopment of a simulated 
city. As “years” pass, you must 
deal with such problems as 
taxes,zoning, crime, housing, 
transportation, city services, 
commercial development, 
and growing population. 
Setbacks include natural dis- 
asters, nuclear accidents, 
and even monster attacks. A 
true standout. Maxis, for PC, 
Amiga, 64, Mac. 


Skate or Die brings home the 
excitement of “cement surf- 
ing.” There are radical moves 
and raunchy settings galore, 
including a distinctly punk 
atmosphere. Graphics are 
good for NES, extra-nice in 
the PC EGA version. Ultra, for 
NES; Electronic Arts, for PC, 
IGS, 64 i 


Space Quest Ill: The Pirates of 
Pestulon reunites you with 
space custodian Roger 


eu ‘a pair of gone 


ners extraordinai ho 
“have been kidnapped by 
ame ‘and his fellow Trae 
: nding 
graphic everything 
ve come to expect from. 
J agame. Sierra On- r 


explore, gather info, trade, 
and prepare for the apoca- 
lyptic final showdown. Star 
Saga: Twois bizarre, droll,and 
a bit darker than Star Saga: 
One, but equally outstand- 
ing. MasterPlay, for PC, II, lIGS. 


Steel Thunder is a tank com- 
bat simulator that doesn’t 
allow the complexity of simu- 
lation to obscure the fun. You 
can choose from four differ- 
ent tanks and armored ve- 
hicles, and participate in 24 
realistic Combat scenarios. 
The graphics are highly de- 
tailed — no wire-frame poly- 
gons here. It’s the next best 
thing to starring in your own 
private war movie. Acco- 
lade, for PC, 64. 


Storm Across Europe is a vast 
strategy game that covers 
the entire European theater 
during World War Il. You can 
start in the fall of 1939, the 
spring of 1940, or the sum- 
mers of 1941-44. One to three 
people can play, with the 
restriction that the German 
forces must be controlled by 
ahuman player. It’s realistic, 
easy to play, extremely edu- 
cational, and a true mental 
challenge. SSI, for 64, PC, 
Amiga. 


Strider combines action with 
a scavenger hunt. As Hiryu, 
the youngest and best 
member of a commando 
group known as the Striders, 
you must rescue your best 
friend Kain, who has been 
kidnapped and_ brain- 
washed, To locate the en- 
emy base, you must find five 
keys and six Information disks 
hidden throughout the world. 
Strider is exciting, enjoyable, 
ey original. Capcom, for 


Super Mario Bros. 2 is a super 
eau to the earlier Mario 
adventures. Variously 


Be ng. the roles of Mario, 
i 


incess Toadstool, or 


Toa. you embark ona quest 


free the land of Subcon 
tom an evil spell. Great 


graphics, whimsical charac- 


ters, and amusing animation 
deservedly make this game 


2 ahit. Nintendo, for NES. 


bines fantasy role playing with 
war gaming to create a 
breakthrough adventure 
that’s strong, fresh, compel- 
ling, and great fun to play. 
SSI, for PC, 64, Amiga. 


Tecmo Bowl offers a rowdy, 
colorful, action-packed foot- 
ball simulation for Nintendo. 
Teams in the game mirror 
strengths and weaknesses of 
real-life NFL teams, giving 
ample scope for coaching 
strategy. Definitely for adults 
oe as kids. Tecmo, for 


Teenage Mutant Ninja Turtles 
is based on the popular 
comic book characters and 
TV show. You control four 
genetically altered turtles 
who live on pizza, are martial 
arts experts, and have their 
own unique skills. When their 
human friend April is kidnap- 
ped, you must guide the 
turtles to her rescue. Unlike 
most spin-offs of TV shows and 
movies, this is a first-class 
(though difficult) game. Ul- 
tra, for NES, PC, 64, Amiga. 


Tetris, a game developed in 
the Soviet Union, is extremely 
habit-forming. Place the 
seven shapes of falling blocks 


into horizontal rows, When 


you finish one row, it falls from 
the screen and the next 
blocks start falling faster. 
Simple to learn, but always 
challenging. Equally good in 
all formats. Spectrum Holo- 
byte, for PC, Amiga, Apple ll, 
\IGS, Mac, 64, ST; Nintendo, 
for NES, Game Boy; Tengen, 
for NES. 


The Three Stooges are more 
than willing to assist Ma as Mr. 


Fleecem, ano-good banker, 


attempts to evict her (and 
Mary, Leona, and Cynthia, 
her three beautiful daugh 


ters). To raise funds, the — 


Stooges take a variety of odd 
jobs, similar to some of their 
finest shows, such as Hoi P 

loi and Punch Drunks. Lotsa 
nyucks. Cinemaware, for PC 
Applell, 64; Activision, for NES. 


lata bathe 
andisn‘t 


dercade stands out as one of 
the few Nintendo games with 
a simultaneous two-player 
ee American Sammy, for 


xx Total Eclipse pits you 
against an ancient Egyptian 
curse that threatens to de- 
stroy the world during an 
upcoming eclipse of the sun. 
To avert disaster, you must 
destroy a pharaoh’s tomb. 
You explore his pyramid with 
an interesting first-person 
view, but the animation tends 
to be slow, jerky, and frustrat- 
ing. If youcan adjust to these 
problems, Total Eclipse be- 
comes good, solid fun — not 
a great game, but a good 
one. Siw. for64, ee 
Amiga, ST.- 


Track and Field l re als 


games of skill, sta 1, an 

savvy. Challenge an oppo: 
nent or the co te a 
vaulting, arche 

tics, fencing, swimn \ 

many other exciti geotien 

Choose any Piste 

do well, 


pea indeed. Rainbird, for 
Cc, Amiga, Mac, 64, ST. 


v Universe 3 is a great im- 
provement overitstwo prede- 
cessors. The whole concept 
has been overhauled, with 
much stronger graphics, a 
better manual, and a solid 
science fiction theme. The 
story revolves around an 
espionage plot which threat- 
ens galactic peace, and your 
mission entails a great deal of 
puzzle-solving. Though occa- 
sionally frustrating, overall it’s 
an enjoyable and welcome 
game. Omnitrend, for PC, 
Amiga, ST. 


vx Vette! puts you behind the 


wheel of a Corvette as you 


race through the streets of 
IN Francisco igainst ei- 


SEGA MASTER 
SYSTEM 


(Alphabetical order) 
Altered Beast 

Double Dragon 

Golvellius: Valley of Doom 
Kenseiden 

Miracle Warriors 

Phantasy Star 

Rastan 

R-Type 

Shinobi 

Wonder Boy in Monster Land 


braking lends authenticity, 
and the need to select re- 
placement parts before the 
race begins adds a touch of 
strategy. NEC, for NEC. 


Wayne Gretzky Hockey is one 
of the most realistic sports 
simulations ever designed for 
personal computers. It suc- 
cessfully captures the fast- 
paced feel of NHL hockey as 
you control either the 1972 
Montreal Canadiens or the 
Boston Bruins, A game _as 
good as its namesake. Be- 
thesda Softworks, for Amiga, 
PC, 64, Mac, ST. 


vx Where in Time is Carmen 
Sandiego? is the latest entry 
in the popular Carmen San- 
diego series — except this 


sequel requires you to pursue 
the villainous Ms, Sandiego 
through time as well as 


through various countries, A 
/onderful game and an 


-evenbetter educationaltool, 


Where in Time? is a thought- 


“provoking diversion for both 
youngsters and adults. Brod- — 
ul J Riot aa - allowstwo people to pl 


st entry in the 
‘dry fant 


Castlevania Il: 
Simon’s Quest 

Double Dragon 

Gauntlet 

Metal Gear 

Metroid 

Ninja Gaiden 

Super Mario Bros. 2 

Zelda Il: 

The Adventure of Link 


leartofthe Mael- | 


for PC, Apple Il, 64. 


Wonder Boy Ill: The Dragon’s 
Trap is an excellent sequel to 
the earlier Wonder Boy ad- 
ventures. It actually starts be- 
fore the previous game 
leaves off by restaging your 
fight with the MEKA dragon. 
Youwin, butthe dying dragon 
tums youinto Lizard-Man,and 
you spend the rest of the 
game trying to restore your 
original form. Wonder Boy Ill 
is more flexible and sophisti- 
cated than its predecessors, 
allowing you to find your own 
path to victory. Sega, for 
Sega. 


x Xenophobe matches you 
against hordes of hostile ali- 


ens who are invading aseries - 


of space stations. Your job is 
to clean them out. Armed 


only with your fists at first, you — 


can pick up deadlier weap- 


Triangle, Mars, and other 
exotic localesin your attempt 
tostop aliens from turning the 
population into idiots via the 
telephone company. Lots of 
puzzles and fun, Lucasfilm, for 
PC, Apple Il, 64. 


Zany Golfisacomputersports 
game that doesn’t strive for 
realism. Instead, it creates a 
nine-hole miniature golf 
course with such improbable 


ons along the wey Despitea — 
re 


few elements of strategy, this 


_is largely a shoot-em-up 


contest. The outstanding 
feature is a split screen that 


tively. Atari, for 
soft, | 
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GAME PLAYER'S 


Some of the most 
popular computer 
and videogames, 


sampled from 
several current 
bestseller lists. 


GAME PLAYER'S 


READERS’ POLL: 
VIDEOGAME 
FAVORITES 


Here’s your chance to let 
other videogame players 
know your favorite games! 
Send us a card or letter list- 
ing your top Nintendo, 
Sega, Genesis, or NEC Tur- 
boGrafx-16 titles. Address 
it to Readers’ Poll, Game 
Player’s, P.O. Box 29364, 
Greensboro, NC 27429. 


(See page 119 for the re- 
sults of this month’s Read- 
ers’ Poll.) 


BABBAGE’S 
TOP TEN 


(Provided by the Babbage’s 


chain of software stores.) 

1. Microsoft Flight 
Simulator 4.0 
(Microsoft) 

2. John Madden 
Football 
(Electronic Arts) 

3. Curse of the Azure 
Bonds 
(SSI) 

4. Test Drive Il 
(Accolade) 

5. Sim City 
(Maxis Software) 

6. Lakers vs. Celtics 
(Electronic Arts) 

7. Monopoly 
(Leisure Genius) 

8. Where in the World is 
Carmen Sandiego? 
(Broderbund) 

9. Where in Time is 
Carmen Sandiego? 
(Broderbund) 

10, Jack Nicklaus’ Great- 
est 18 Holes of Golf 
(Accolade) 


120 


SOFTWARE ETC. 


(Provided by the Software 
Etc, chain of software 
stores.) 


1, Hero’s Quest 
(Sierra On-Line) 

2. Sim City 
(Maxis Software) 

3. Microsoft Flight 
Simulator 4.0 
(Microsoft) 

4. Their Finest Hour 
(Lucasfilm) 

5. Leisure Suit Larry Ill 
(Sierra On-Line) 

6. Where in Time is Carmen 
Sandiego? 
(Broderbund) 

7. John Madden Football 
(Electronic Arts) 

8. Chessmaster 2100 
(The Software 
Toolworks) 

9. M-1 Tank Platoon 
(Microprose) 

10. Battle Chess 
(Interplay) 


SPA PLATINUM 


(Computer games with 
more than 250,000 copies 
sold, as certified by the 
Software Publishers Asso- 
ciation; includes only par- 
ticipating member com- 
panies. Listed in alphabeti- 
cal order.) 


Jeopardy ShareData 

Karate Champ Data East 

Wheel of Fortune 
ShareData 


Where in the USA is 
Carmen Sandiego? 
Broderbund 

Where in the World is 
Carmen Sandiego? 
Broderbund 


MARKETPLACE 


LOTTO”. 
‘R 


™ 
LOTIO = Prepare to meet your NEMESIS 
: ef The only Go program to successfully imitate human play. 

MILLIONS! New DOS Release! Gohas Hees way ue ge Orient for over essfely i much a philosophy as He nite 
LOTTO PICKER 3 picks your winning lotto tickets by Go is considered by many to be the secret of Japanese success. 
finding hidden biases trom past drawings!. Join our “While chess isa game of war, Go isa game of market share.” (Pres. Nikko Hotels) 
DOCUMENTED WINNERS who exploit hot, due, & unbi- : Oy) ee Na Bas ln xed olga play) ores pope Ph bey of at 

i : Hom at Leto! oy lps’ G. Entsminger, MicroComucopia #46 
ased numbers in order to win big, and offen, the leading Go game for the Macintosh (or ... the IBM PC, for that matter)...Using it is an 
Works for alll lotteries. WHEELING now included in DOS improvement! over learning the game from books or from all but the most patient humans.” “Tals Is 
version! $39.95 (+ $2.55 s/h). 3.5" add $5.00. Version 2.1 without question one of the most extraordinary automated aids to go instruction developed.” 
for Apple Il & C64/128. GE RIDGE, 170 Broadway, Toyogo, Inc. (800) 4-TOYOGO, (617) 861-0488 Charles Seiter, MacWorld 6/89 
#201GP, NYC 10038. ORDERS 1-800-634-5463 ext. 293. 76 Bedford Street, Suite 34-L, Lexington, MA 02173 $79 Go Master, $49 Joseki Tutor, $59 Tactical Wizard + $6 S&H 
Info 718-317-1961. New York residents add tax. 


INSURES YOUR COMPUTER 


SAFEWARE provides full replace- 
ment of Hardwares, Media and 
Wante d Genesis / Game Boy Purchased Software. As little as $39 
We also Buy and Sell New and Used Cartridges forthe a year provides comprehensive 
. . ega Genesis and Nintendo Gam: t a 
Nintendo Cartridges _ | ceresiscanidges ar $48 5, most New Game Boy | COVerage. With our blanket coverage, 
Send your used cartridges and receive Tee eB eee eco lon NO lists of equipment are needed. 
up to $25.00 per Game Ss G rs One phone call does it all. 
We will pay more for your cartridges than any other firm. You ega Genesis Call 8am to 10pm E.T. (Sat. 9-5) 


also receive 10% more for your cartridges towards any purchase. w/Altered Beast $179.95 SAFEWARE, The Insurance 
We will subtract $2.00 for each missing box, $1.00 for missing ¢ 


instructions and $3.00 for any cartridge we have to return to you T@ Dept. = Agency Inc. 
We reserve the right to reluse any order or purchase, pe selina Cece? 2929 N. High St. 


Call or Write for FREE Catalog Fresno, CA 93711 P.O. Box 02211 
(209) 432-3072 Credit Card Orders (800) 347-6760 Columbus, OH 43202 


VIDEOGAMES 


Local (614)262-0559 
100’S OF TITLES AVAILABLE 
ATARI J 5200" 
ADAM" LYNX” Amiga 
GENESIS §€GA& 7800 
Coueco Vision” [Uae 
INLEULIVISION’ any. 


JOYSTICKS 
Qintendo) 


ATARI 2600™ 


FOR A COMPLETE CATALOG 
SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
PLUS $1 FOR POSTAGE AND HANDLING TO: 


TELEGAMES USA 


BOX 901 ¢ LANCASTER, TEXAS 75146 ¢ (214) 227-7694 


Turn your old Cartridges into CASH! 


Your Cartridges are worth more with us! 


IBMe*eCOMMODORE 64 & 128* AMIGA 


1000's of Public Domain /Shareware programs on 100's of disks. Categories 
include games, education, business, music, graphics, utilities and more. 
Free listing or $1 for large descriptive catalog (specify computer). 


Disks O'Plenty Inc. 

7958 Pines Boulevard 

Suite 270-P 

Pembroke Pines, Florida 33024 


MARKEIPLACE 


Classified and small space Display adver- 

tisers can now take advantage of the tar- 

MIT Coa ae) | geted and highly enthusiastic Game 
tWoneveawachowse | Player's audience at reasonable rates. 


eCheapest prices anywhere!! . Oro 
SSend $1 for Catalog to $88 Inc. Display Classified rates 


Sight & Sounp SENSATIONS INC. $100 per column inch 
P.O. Box 28¢ Lakenurst, NJ 08733 
Call Bonnie Black at (201)670-7443 for more information. 


1 2 1 GAME PLAYER'S 


WE NOW SHIP ALL IN STOCK ORDERS OVERNIGHT WITHIN 48 HOURS! 
TO ORDER NINTENDO, SEGA, TURBO GRAPHIX, GENESIS OR ATARI GAMES OR ACCESSORIES IN THI 


MAGAZINE OR BELOW DIAL 1-800-TOY-CLUB 
JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO GAME O! 


ACCESSORY WITH ONE PHONE CALL! HURRY SUPPLIES ARE LIMITED! 


If that’s busy DIAL 1-203-388-6366 for faster servic 


And as if our prices aren’t already low enough, we'll match any 
advertised price! Just send us their ad & make sure theyhave it in stor 


Just 4 the box of the stuff you want & mail this form in today for fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLU 
PRICE. If you’re not a member you must pay list price. Call us to order any Nintendo, Sega or Atari game ever made or in the future. 
*This months Special* Every 100th order taken by our operators over $50. gets a free membership or if you send us over 10 games and use the money towards a purchase. you get a free membersh 


NINTENDO GAMES AVAILABLE NOW 


TILE WE WE WE 
BUY SELL SELL 
USED USED NEW 
© 10 Yard Fight 500 1799 29.99 
O 1942 800 1999 33.99 
1943 10.00 2299 3599 
O 720 Degrees 17.50 3499 49.99 
0 BEyes 17.50 3499 49.99 
© 3-D World Runner 600 2299 34.99 
Adv. of Dino Riki 17.50 3499 49.99 
© Ady of Tom Sawyer 17.50 3499 49.99 
O Adventure Island 1250 2899 3999 
Adventure of Link 12.50 34.99 4299 
© Adv. of Lolo 10.00 2999 44.99 
Adv. of Bayou Billy 17.50 3499 49.99 
Atterbumer 15.00 34.99 54.99 
Air Fortress 17.50 34.99 49.99 
) Airwolf 1250 3499 44.99 
© Alien Syndrome 1500 3499 4599 
) All Pro Basketball 17.50 3499 49.99 
© Alpha Mission 800 2499 34.99 
© Amagon 1200 2999 39.99 
© Anticipation 10.00 2999 4299 

© Arkanoid w/o control 2000 4999 — 

) Arkanoid w/control 30.00 5999 — 
Athena 15.00 3499 44.99 
‘Athletic World 10.00 3499 44.99 
Baby Boomer 10.00 2999 3999 
Back to the Future 17.50 3499 44.99 
Bad Dudes 17.50 3499 4999 
Balloon Fight 17.50 3999 44.99 

) Baseball 500 1799 2999 
Baseball Stars 17.50 3699 49.99 
Bases Loaded 800 2999 45.99 
Bashi Bazook 17.50 34.99 49.99 
Bionic Commando 1250 3299 42.99 
Blades of Stee! 1250 2899 3999 
Blaster Master 1250 3499 44.99 
Bomberman 1250 2999 39.99 
Breakthru 1500 3499 4499 
Bubble Bobble 1250 2699 37.99 
Bugs Bunny's Crazy Cast. 17.50 3499 49.99 
Bump N Jump 1250 24.99 34.99 
Burgertime 1000 1999 2999 
California Games 1250 2999 4299 
Captain Comic 1250 34.99 44.99 
Casino Kid 1750 3499 49.99 
Castlevania 15.00 3499 44.99 
Castlequest 17.50 3499 49.99 
Challenge Pebble Beach 800 2899 39.99 
Chessmaster 1750 3499 49.99 
Chubby Cherub 2500 4999 4999 
City Connection 1250 2495 3495 
Clash at Demonhead 1750 3499 49.99 
Clu Clu Land 20.00 4499 44.99 
Cobra Command 10.00 3499 44.99 
Cobra Triangle 17.50 3499 49.99 
Commando 500 1999 2999 
Contra 500 2499 39.99 
Dance Aerobics 500 2299 39.99 
Deadly Towers 5.00 2499 39.99 
Defenders Il 10.00 2699 3599 
Detender of the Crown 17.50 3499 49.99 
Dessert Commander 17.50 3499 49.99 
Donkey Kong 1000 2299 3499 
Donkey Kong Classics 1250 2699 39.99 
Donkey Kong 3 1250 2999 3999 
Donkey Kong Jr 10.00 2299 34.99 
Donkey Kong Jr. Math 17.50 3999 44.99 
Double Dragon 2 2500 49.99 59.99 
Dragon Warrior 17.50 3499 49.99 
Double Dragon 1500 3599 44.99 
Double Dribble 10.00 2499 3899 
Dragon Power 10.00 2499 38.99 
Or. Chaos 1500 2999 4299 
Dr. Jekyll & Mr. Hyde 10.00 2999 4299 
Duck Tales 1750 3499 4999 
Elevator Action 20.00 4499 49.99 
Excite Bike 500 1999 2999 
Faxanadu 1750 3499 49.99 
Fester’s Quest 17.50 3499 49.99 
Fighting Golt 10.00 2999 39.99 
Fist of the North Star 1500 34.99 44.99 
Freedom Force 800 2499 37.99 
Friday the 13th 400 2999 4499 
Galaga 10.00 2699 38.99 
Gauntlet 800 2999 4599 
Ghengis Kahn 2500 4999 69.99 
Ghostbusters 1500 3799 4799 
Ghost N Goblins 500 2299 3699 
Goal 1750 3499 49.99 
Golf 500 1999 29.99 
Golgo 13 10.00 3299 44.99 
Goonies i 10.00 2899 3899 
Gotcha 500 2299 39.99 
Gradius B00 1999 29.99 
Gum Shoe 12.50 2499 2999 
Guardian Legend 1500 3499 49.99 
Guerilla War 1500 34.99 49.99 
Gun Smoke 800 2299 35.99 
Gyruss 1200 2699 36.99 
Hogans Alley 400 1999 29.99 
Hollywood Squares 15.00 34.99 49.99 
Hoops 15.00 3499 4999 

| Hydlide 12.50 3499 4999 

() Ice Climber 1750 3999 44.99 
Ice Hockey 5.00 2299 3699 
Ikari Warriors 600 2299 37.99 
Ikari Warriors It 600 2999 39.99 

} Ind. Jones Temple Doom 10.00 34.99 44.99 
Iron Sword 2500 4999 59.99 

|) lrontank 10.00 27.99 3999 
Jackel 800 27.99 3899 
Jaws 5.00 2499 38.99 

(1 Jeopardy 1250 2899 3899 
John Elways Quarterback 800 3599 44.99 

(0 Jordan vs Bird 1 00 1 1750 3499 4999 

» Joust 800 2299 3299 

1) Karate Champ 400 1999 29.99 

) Karate Kid 400 1999 39.99 

0 Kamov 900 2899 38.99 

0 Kid Icarus 20.00 4099 44.99 

© Kid Niki 17.50 3999 44.99 


© Kung Fu 
( Kung Fu Heros 
(0 Legacy of the Wizard 
(Legend of Zelda 
© Legendary Wings 
) Life Force 
(0 Lode Runner 
| Legend of Kage 
(Lunar Poo! 
) Mach Rider 
) Magmax 
1) Major League Baseball 
) Mappyland 
Marble Madness 
Mario Bros. 
() Marvel's X Men. 

| Megaman 
Megaman I 

| Metal Gear 
Metroid 
Mickey Mousecapade 
Mighty Bomb Jack 
Mike Tyson's Punchout 
Millipede 
Milon’s Secret Castle 
Monster Party 
Muscle 
Mystery Quest 
Night of the Ninja 
Ninja Gaiden 
Ninja Kid 
NFL Football 
Nobunaga's Ambition 
Operation Wolf 
Othello 
Pacman 
Paperboy 
Pebble Beach 
Pinball 
Platoon 
Popeye 
P.OW. 
Predator 
Pro Wrestling 
O Bert 
Racket Attack 
Rad Racer 
Raid on Bungling Bay 
Rambo 
Rampage 
RBI Baseball 
RC Pro Am 
Renegade 
Ring King 
Road Runner 
Rolling Thunder 
Robo Warrior 
Romance of the 3 Kingdoms 
Rush N Attack 
Rygar 
Section Z 
Seicross 
Sesame Street ABC 
Sesame Street 123 
Shinobi 
Shooting Range 
Side Pocket 
‘Simon's Quest 
Skate or Die 
Skykid 
‘Sky Shark 
Slalom 
Soccer 
Solomon's Key 
Spelunker 
Spyhunter 
Spy Vs. Spy | 
Saoon 
Stadium Events 
Star Force 
Star Soldier 
Star Voyager 
Stinger 
Street Cop (power pad) 
Strider 
‘Superman 
Super Dodge Ball 
Super Sprint 
‘Super Mario Bros. 2 
Super Pitfall 
‘Super Team Games 
Taboo 
Tag Team Wrestling 
Tecmo Baseball 
Tecmo Bow! 
Teenage Mut. Ninja Turt 
Tennis 
Tetris by Tengen 
Tetris by Nintendo 
Tiger Heli 
Thundercade 
Top Gun 
T&C Surf Design 
Track & Field | 
Track & Field I 
Trojan 
Ultima 
Urban Champion 
Vindicators 
Volleyball 

| Water Ski 

} Who Framed Roger Rabbit 
Wheel of Fortune 

) Wild Gunman 

) Win, Lose or Draw 
1) Winter Games. 

1 Wizards and Warriors 
0 World Class Track Meet 
( World Games 
[) Wrecking Crew 
(0 Wrestlemania 
(0 Xenophobe 
© Xevious 
1D Xybots 
0 Zanac 


19.99 
34.99 
34.99 
28.99 
22.99 
22.99 
4599 
24.99 
4599 
19.99 
29.99 
24.99 
34.99 
32.99 
44,99 
34.99 
44.99 
39.99 
29.99 
22.99 
22.99 
44.99 
34.99 
24.99 
32.99 
34.99 
29.99 
32.99 
29.99 
34.99 
34.99 
34.99 
39.99 
34.99 
19.99 
22.99 
32.99 
29.99 
19.99 
34.99 
44.99 
34.99 
34.99 
29.99 
27.99 
29.99 
25.99 
22.99 
19.99 
32.99 
29.99 
19.99 
24.99 
36.99 
34.99 
34.99 
29.99 
49.99 
22.99 
19.99 
24.99 
29.99 
24.99 
24.99 
34.99 
29.99 
49.99 
34.99 
26.99 
49.99 
34.99 
32.99 
44.99 
44.99 
39.99 
24.99 
24.99 
49.99 
24.99 
22.99 
27.99 
19.99 
32.99 
29.99 
34.99 
32.99 
3499 
34.99 
39.99 
29.99 
27.99 
34.99 
32.99 
34.99 
34.99 
39.99 
19.99 
49.99 
34.99 
22.99 
34.99 
19.99 
19.99 
22.99 
29.99 
22.99 
49.99 
19.99 
34.99 


29.99 
44.99 
4499 
38.99 
36.99 
37.99 
49.99 
34.99 
49.99 
29.99 
39.99 
39.99 
44.99 
42.99 
49.99 
49.99 
49.99 
49.99 
39.99 
34.99 
39.99 
49.99 
44.99 
39.99 
42.99 
49.99 
39.99 
42.99 
39.99 
44.99 
39.99 
49.99 
59.99 
42.99 
29.99 
37.99 
42.99 
39.99 
29.99 
44.99 
49.99 
49.99 
44.99 
44.99 
35.99 
44.99 
34.99 
32.99 
39.99 
4299 
4299 
36.99 
36.99 
44.99 
4599 
4599 
39.99 
69.99 
32.99 
36.99 
3499 
39.99 
34.99 
34.99 
49.99 
39.99 
59.99 
4299 
38.99 
49.99 
49.99 
4299 
44.99 
49.99 
4299 
36.99 
39.99 
54.99 
32.99 
36.99 
37.99 
37.99 
4299 
39.99 
49.99 
42.99 
49.99 
49.99 
44.99 
39.99 
37.99 
4499 
4299 
44.99 
44.99 
49.99 
29.99 
54.99 
44:99 
37.99 
49.99 
39.99 
3799 
32.99 
42.99 
32.99 


We Buy & New & Used Video Games. As a member you are entitled to the following” 
We sell new and used video games at the lowest prices possible! 
‘We buy your used video games at the highest price possible! 
We provide prompt efficient service with a 100% satisfaction guarantee! 
We test & clean all used games for maximum efficiency! 
We provide the largest stock of any other mail order firm! 
tf we do not have the game you want in stock, we'll reserve it for you & ship ito you as soon 
as we get it, We’ Il even reserve new titles before they're available! 
For every 10 friends you get to join the club we'll give you a video game of your choice Free! That's right FRE 
Membership & quantities are limited. All games 1st come first serve. 
We offer Special Discount Prices on practically everything PLUS monthly specials, contests & prizes on top of th 
‘We havea toll free hotline for allnew memberships & orders 1-800-TOY CLUB (1-800-869-2582) 9 AM -9PMEST! For 
in CT or Canada and any questions you may have dial 1-203-388-6366! 

). We accept MC, Visa, check or money order! 

|. We'll also give you a free Club Membership Packet & subscription to our quarterly Newsletter, Hot New Catal 
details on up & coming games, secret tips, & strategies. Z 
You get all this for the low cost of $10! So Hurry! Membership is limited! Membership in Alaska/Hawaii $12.50, Cana 
All other countries $20, Call for postage & handling charges. 
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(NES Gameboy 109.99 99.99 G Fantasy Zone 4.00 19.99 
(© Gameboy Carrying Case 14.99 1299 © Fantasy Zone Il 5.00 24.99 
© Gameboy Rechargeable Battery Pack 499.2200) Oireniey Zens siThe (laze Rie aes 
* Gameboy Game Cartridges Call for Price/Availability. |) Gangeter Town Aco 1880 
Alleyway * Amazing Spiderman Baseball Baseball Kid Ghost Busters 4.00 19.99 
Beetlejuice * Castle Vania the Adventure ® Ghostbusters 2. chost onss acm ines 
* Golf F-1 * Freddy's Nightmare ¢ Hyper Lode Runner oi Geeta 1000 3299 
* Karateka * Lock-N-Chase * Motocross Maniacs ¢ NFL Golvellius 500 2499 
Football * Pachinko # Pinball Special * Revenge of the Gator- Great Baseball 5.00 19.99 
‘Super Pinball © Shanghai ¢ Saga * Tennis Super Mario Land Great Basketball 4.00 19.99 
* Deathball* Battleship * Puzzleboy ® Mr. Asmik World * Boxle (1 Great Football pee 
Call for Other Cartridges Not Listed Great Ice Hockey 4.00 19.99 
A Great Soccer 400 1999 
NEW DINTENDO GAMES Great Volleyball 400 1999 
Call For Prices 0 Hangon/Satari Hunt We Dont 
Black Bass * Cybemoid * Heavy Barrel ® Jack Nicklaus ) Kenseiden 5.00 24.99 
Greatest 18 Hole Champ Golf * Kings of the Beach * Magic King's Quest 5.00 2499 
J's Fast Break ¢ Phantom Fighter ¢ Jeopardy Jr. ® King’s Knight Kung Fu Kid 400 19.99 
‘*Street Fighter ll* The Three Stooges ® Stealth Eagle Lord Of The Sword 5.00 24.99 
* Wheel of Fortune Jr. * Twin Eagle * World Champ Wres- Marksman/Trap Shoot 300 1799 
tling * NES Play Action Football ® Short Order/Eggsplode Maze Hunter 3D 5.00 24.99 
* Robocop * A Boy and His Blob * Arcon ® Bases Loaded Il) Maze Hunter 3D I 5.00 24.99 
* Batman ® The Battle of Olympics * Dig Dug Ile Ghengis Miracle Warriors (Battery) 7.50 2999 
Kahn # Infiltator* Puss. 'N Boots * Rescue-The Embassy Missile Defense 30 5.00 24.99 
Mission ® River City Ransom * Roadblasters * Rock 'N Roll Monopoly (Battery) 7.50 34.99 
* 720 ® Shadowgate * Super Off-Road ¢ 10th Frame * Top Montezuma’s Revenge 5.00 24.99 
Players Tennis ¢ Twin Cobra ¢ Willow * Conflict * Terra Cresta My Hero: 3.50 18.99 
*Kid Kool® Raid 2020 Crystal Mines « P'radikus * Es- Out Run 5.00 24.99 
cape from Atlantis* Code Blue* Dragon Tale ¢ Police Out Run 30 5.00 24.99 
Academy * Silkworm # Rollerball ® Magic of Scheherazade (Parlour Games 5.00 24.99 
‘Demon Sword Super Off Road*Rescue Rangers Penguin Land (Battery) 5.00 24.99 
‘* Adventures in the Magic Kingdom Phantasy Star Eaton) 20.00 49.99 
Poseidon Wars 31 5.00 24.99 
SEGA GENESIS 16 BIT ENTERTAINMENT SYSTEM. Power Strike 400 19.99 
LIST PRICE $199.00 CLUB PRICE $189.99) Prowrestling 400 14.99 
IME We WE WE Quartet 400 1999 
BUY SELL BUY Rambo 4.00 19.99 
USED USED NEW Rambo Ii 400 1999 
Genesis Power Base Converter. NO NO 39.89 Rambo tll 5.00 24.99 
{allows you to play regular Sega games or Genesis) Rampage 5.00 24.99 
Genesis Control Pad NO NO 1999 Rastan 7.50 28.99 
Genesis Headphone Set NO NO 1499 Reggie Jackson Baseball 750 2999 
Genesis Game Cartridges Rescue Mission 4,00 19.99 
Alex Kidd Enchanted Castle 2000 39.99 4899 |) Rocky 500 2499 
Basketball 20.00 39.99 49.99 R-Type 5.00 24.99 
Forgotten World 25.00 49.99 59.99 Safari Hunt/Hangon: We Don't 
Ghouls N’ Ghosts 2500 4999 5999 | Shanghai 5.00 24.99 
Gott 2000 4699 5699 | Shinobi 500 2499 
Last Battle 2000 4599 5599 Shooting Gallery 400 1999 
Rambo Ill 20.00 4599 5599 | Space Harrier 5.00 24.99 
Soccer 15.00 3599 45.99 Space Harrier 3D. 5.00 24.99 
Space Harrier i 2000 4599 5599 | Sportspad Football 400 1999 
Super Hang On 20.00 4599 5599 | Spy Vs Spy 400 1999 
Super Thunder Blade 20.00 4599 55.99 ‘Super Basketball 5.00 24.99 
Thunder Fore It 25.00 49.99 59.99 (1 Super Tennis 3.50 18.99 
‘Tommy Lasorda Baseball 25.00 54.99 64.99 ore Poe 1000 oo 
uper Goll 
NEW GENESIS GAMES CALL FOR PRICES supen Haeons 
The Telegenesis —_Airdiver Afterbumer 2 Teddy Boy 3.50 18.99 
Curse Dream Island Holo Fighter The Ninja 5.00 24.99 
Hydlide Special Golden Axe Phantasy Star 2 Thunder Blade 300 2499 
Psy-O-Blade Raynos. Spelicaster 2 1 Time Soldiers 600 3299 
‘Super Shinobi Zoom! 1 Transbot 350 1899 
Ca ) Viptante "300 $280 
me Weg WE Seu WE SEL ©) Walter Payton Football 6.00 32.99 
© Warrier Quest 600 34.99 
Action Fighter 4.00 19.99 3299 () Won, Boy in Monsterland 5.00 24.99 
After Bumer 750 2999 49.99 World Grand Prix. 4.00 19.99 
Alt 500 2499 3499 5 Wanted 700 24.99 
Altered Beast 750 34.99 49.99 Won. Boy 3 1000 3299 
Alex Kid Hi Tech World 5.00 2499 3499 [) Word Games 7.00 2699 
Alex Kid In Mir. World 500 2499 3299 () y's (Battery) 750 3999 
Alex Kid Lost Stars 5.00 2499 3799 9 Zaxxon 500 24.99 
Aen Syndrome 5.00 2499 3799 5 Zillion 5.00 2499 
tro Warrier 4.00 1999 3299 © Zillion/Tri F 
| Aztec Adventure 500 2299 a2g9 © Zillon/TH Formation be Reet 
| Basketball Nightmare 7.00 2699 3999  ATARILYNX PORTABLE ENTERTAINMENT SYS 
oe Pc emai een Ces 
! gle ue Lightning ¢ Rampage ® Gates of Zendoca 
|) Bomber Raid 500 2499 4299 © Electrocop « Impossible Mission * Monster Demi 
Catone sane 5.00 24.99 39.99 * Time Quest © Treasure Chest 
1 ptain Silver 7.00 2499 35.99 4 
() Cloud Master 10.00 3299 4599 JURSOGRARAY SS (CoN POU r) 
0) Canhen San Diego oe BF 39 33.g9._ Turbo Stick « Turbo Tap * Turbo Pad © CD—Rom ® T 
z “gg Booster * Legendary Axe ® Victory Run ¢ Vigilante ° | 
10 Casino Games 5.00 19.99 39.09 BOOSIE Legend oe Ce heN 
(2 Chopliter 400 2499 3299 Regon Spat oS aage 20S Twn cone) le Or! 
Herne 2 ide Arms * Honey in The Sky*Son Son 2 De 
ate etal Bee 2888 a788  *PowerGoll*Final Lap Twine Pac Land ® Alien 
8 y 39 2 Dungeon Explorer # China Warrior # Blazing Lazers ® 
1 Dark Lord 5.00 2499 44.99 
1 Dead Angle 10.00 3299 4599 Zone® World Class Baseball * Fighting Street * Moto 
(1. Dynamite Dux 1000) s2eqr-aseo, jeVsc Monster Care Sica: Arie ee eos 
o Double Bragon 6.00 2999 44.99 Gy NE ett 
O) Enduro Racer 400 1999 34.99 n F 
_F-16 Fighter Falcon 350 1899 2799 Call us to see which Games & Accessori 


you can order for a free membership 
Postage and Handling for 1 game in U.S. is $3.50 for 5 - 10 day delivery, $6.00 for 2nd day, $7.50 for overnight, & 
for priority overnight. Add 50¢ for every other game you order. Add $5.00 if you live in Alaska/Hawaii. Multiply U.S 
by 3for Canada and 4 for out of the country. We donot accept C.O.D. orders. Personal checks are held 2 weeks tc 
All orders in stock shipped within 48 hours. Call for postage rates on orders for accessories & large orders. Disc 
available on large orders. We donot accept Atari games without instructions, For Nintendo and Sega Games we 
$2.00 for missing instructions, $1.00 for missing box or slip case. $2.50 for missing controller or 3D glasses & $ 
we retum a game back to you. All CT orders must pay 8% sales tax. 


No refunds, credits or exchanges. Allnew defective merchandise is warranted by manufactuer only. Allused games guaranteed for 30 days from ship date. All used and defective games can only be exchanged for same game. We makeno guarantees for 
perfomance. Once your order is placed it cannot be changed without authorization. Toll free lines are for orders only. Any other inquiries must call 1-203-388-6366/ All games you wish to reserve must be paid in advance. You must be a member to buy 
games at the club prices, or else you pay list price for all accessories and $5.00 more for any games. We alsowill pay you $2 less for games you sell us unless you are a member. Please allow 2 weeks upon receipt of used games you send us so we can proce 
test your games. Then we will send you check or games you've ordered from us within 30 days. c 1989 Ultimate 


Club. Atari, Sega, Sega Genesis, Turbografx and Nintendo are registered trademarks and are not related to us nor are we endorsed b 
Prices are subject to change without notice. We are not responsible for typographical errors. NOTE: Some of the items in this ad may not be in stock when you read this ad. ia 2d. Od Se 


USG 1491 Boston Post Rd., Old Saybrook, CT 


BATMOBILE WALL HANGING 
AC-BAT-MBL $12.99 
30” x 44” 


EARCH-AND-DESTROY MISSION TO END THE 
JOKER'S REIGN OF TERROR. 
NET-BAT $4! 


TER MASTER FESTER’S QUEST 
AC... CAN YOU CONQUER THE just WHEN YOU THOUGHT {YOU WERE SAFE FROM THOSE 
NOINTOA — ZANY MONSTERS, THE SPOOKIEST, WACKIEST COLLECTION 

NINTENDO WORLD! 


‘OF POWER GRAPH! 
Sr UGH A HODEN MANHOLE 
‘OF CHARACTERS READY 10 INVADE THE 
UNCLE ESTER ANS FAMILY HAVE RETURNED 


[AND THEY'RE HERE 
NET-FES $44.99 


SPY HUNTER 
ONE OF THE LONGEST RUNNING VIDEO GAMES IN HISTORY! TER- 
ERS, SMOKE SCREENS, OIL ‘sucs, 
TORPEDOS, BO? JOPPING HELICOPTERS — STANDING IN YOUR 
WAY OF THE MOST DIABOLICAL (OF ENEMY AGENTS: 
L& IT’S ALLA GAME! 


NOT SHOOTING 10 Kil! 
NET-PLA_ $41 


TELL YOURSELF THEY'RE 
NET-SPY $44.99 


ilon’s Secret. Cast 
ow 


DINO RIKI 


MILOW’S SECRET CASTLE BOMBERMAN 
A, RoBOT ENGAGED IN THE PRODUCES ‘OF BOMBS IN AN UNDER NET-DINO $44.9 
i 2 COMPOUND AT THE CENTER OF EARTH, ANY ROBOT ee 
‘SURFACE WL saa cf ft 


THE EVIL WARLORD AND 
ao 
SAVE THE 


OUT ‘WEAPONS 
THE AEST, MOUE 
INES. SOON YOUR sua TOOLS FAD THER 10 ne a anh 
iL WITCH DOCTOR'S Ki NE HAS SET LOTS OF TRAPS FOR You 700 
We YOU CAN FACE HM ONE ON ONE S97 teres 
NET-BOM $39.99 
ON PAGE 127 


NET-ADV $39.99 


ADVENTURE ISLAND 
ADVENTURE IN DISNEYLAND 
ADVENTURES OF LINK 
ADVENTURES OF LOLO 
ADVENTURES OF TOM SAWYER 
AIR FORTRESS 

AIR HAWK 

AIR WOLF 

AMAGON 
ANTICIPATION 
ATHLETIC WORLD 

BAD DUDES 
BASEBALL 

BASEBALL STARS 
BASES LOADED 
BATMAN 
BATTLEFIELDS OF NAPOLEAt 
BAYYOU BILLY 

BIG FOOT 

BIONIC COMMANDO 
BLACK BASS 11 
BLADES OF STEEL 
BLASTER MASTER 
BOMBERMAN 

BREAK THRU 

BUBBLE BOBBLE 

BUGS BUNNY 

BUMP'N JUMP 
BURGERTINE 

CABAL 

CALIFORNIA GAMES 
CALIFORNIA RAISINS 
CAPTAIN SKY HAWK 
CASTLEVANIA, 

CAT RUNNER 
CHESTER FIELD 
CLASH AT OEMONHEAD 
COBRA COMMAND 
COBRA TRIANGLE 
COMMANDO 

CONTRA 

CYBERNOTO 

DANCE AEROBICS 
DEADLY TOWERS 
DEFENDER 11 
DEFENDER OF THE CROWN 
DINO RIKL 

DESERT COMMANDER 
DONKEY KONG CLASSICS 
DOUBLE DRAGON 
DOUBLE DRAGON 11 
DOUBLE DRIBBLE 
DRAGON POWER 
DRAGON WARRIOR 
DUCK HUNT 

ONCK TALES 
ELEVATOR ACTION 
EMPIRE CITY 1931 
EXCITEBIKE 
FAXANADU 

FESTERS QUEST 
FIST OF THE NORTH STAR 
FLYING DRAGON 
PLYING DRAGON 11 
FREEDOM FORCE 
GALAGA 

GAUNTLET. 
GHOSTDUSTERS 
GHOST 'N GOBLINS 
GLADIATOR GRID 
GOAL 

GODZILLA 

GOLF 

GOLGA 13 

GUERILLA WAR 

GUN SMOKE 

GYRUSS 


HEAVY BARREL 

HOLLYWOOD SQUARES 

HOGANS ALLEY 

Hoops 

WYDLIDE 

ICE HOCKEY 

INDIANA JONES ANO THE 
TEMPLE OF DOOM 

INFILTRATOR 

TRONSWORD 

TRON TANK 

JACKAL 

JAWS. 

JEOPARDY 

JEOPARDY Jr. 

JOHN ELWAYS QUARTERBACK 

JORDON VS BIRD ONE ON ONE 

JousT 

KARATE CHAMP 

KARATE Ki9 

KARNOV 

KID ICARUS 

KID KOOL 

KIN NIKI 

KING OF THE BEACH 

KNIGHT RIDER 

KUNG FU 

KUNG FU HEREOS 

LEGACY OF THE WIZARD 

LEGEND OF KAGE 

LEGEND OF ZELDA 

LEGENDARY WINGS 

LIFE FORCE 

LODE RUNNER 

LUNAR POOL - 

MAGMAX 

MAGIC JOHNSON'S FAST BREAK 

MAGIC OF SHAHRAZAD 

MAJOR LEAGUE BASEBALL 

MAPPYLAND 

MARBLE MADNESS 

MARIO BROS. 

MARVELS X-MAN 

MASK RIDER 

MEGAMAN 2 

METAL GEAR 

METROID 

MICKEY MOUSECAPADE 

MIG HUNTER 

MIKE TYSON'S PUNCH OUT 


MION'S SECRET CASTLE 


MONSTER PARTY 
MUSCLE 
MYSTERY QUEST 
NFL FOOTBALL, 
NINJA GATDEN 
NINJA TARO 
NOBUNAGA'S AMBITION 
OPERATION WOLF 
OTHELLO 

PACMAtI 
PAPERDOY 
PASSWORD 
PEBBLE DEACH 
PINBALL 

PINBOT: 

POLICE ACADEMY 
P.O.W, 

PRICE IS RIGHT 
PRO AM RACING 
PRO BASKETBALL 
PRO WRESTLING 
Q'BERT 

ux 

RACKET ATTACK 
RAD RACER 

RAID ON BUNGLING DAY 


WE WILL RESERVE NEW TITLES FOR YOU 
BEFORE THEY ARE RELEASO 


WE ALSO CARRY A WIDE SELECTION ON SEGA & ATARI GAMES & ACCESSORIES 


ALL ORDERS TO INCLUDE $3.50 FOR SHIPPING & HANDLING 


* NEW TITLES--CAI.L FOR AVAILABILITY & PRICING 


VideoGames 


* Check 
* Money Order 


To order call toll-free: 


NO CLUBS-NO MEMBERSHIPS * 


So= 


1-800-446-PLAY 


RAMBO 
RAMPAGE 

RBI BASEBALL 
RENEGADE 

RESCUE RANGERS 

RING KING 

RIVER CITY RANSOM 
ROAD RUNNER 

ROBO COP 

ROBO WARRIOR 
ROLLERBALL 

ROLLING THUNDER 
RUSH'N ATTACK 

RYGAR 

SATELLITE 

SEICROSS 

SESAME ST. ABC 
SESAME ST. 123 

720 DEGFEES 

SIDE POCKET 

SILENT SERVICE 

SILK WORM 

SIMONS QUEST 
SHOOTING GALLERY 
SHOOTING RANGE 
SKATE OR DIE 

SKY KID 

SOCCER 

SPEED RUMBLERS 
SPELUNKER 

SPY HUNTER 

SPY va SPY 1 

SPY vs SPY 11 
STADIUM EVENTS 

STAR FORCE 

STAR SOLDIER 

STAR TREK V 

STAR VOYAGER 

STAR SHIP HECTOR 
STEALTH EAGLE 
STREET COP 

STRIDER 

SUPER DODGE BALL 
SUPER HANG O11 

SUPER MARIO BROS, 
SUPER MARIO BROS. 2 
SUPER PITFALL 

SUPER RESCUE 

SUPER SUSHI PINBALL 
SUPER SPRINT 

SUPER TEAM GAMES 
SUPERMAN 

TAG TEAM WRESTLING 
TECMO BASEBALL 
TECHO BOWL 

TECMO WORLD WRESTLING 
TEENAGE MUTANT NINJA TURTLES. 
TERRA CRESTA 
TETRIS 

THE GAURDIAN LEGEND 
THE LEGEND OF ZELDA 
THE LEGACY OF THE WIZARD 
THREF STOOGES 
THUNDER BLADE 
THUNDERCADE 
TIGER-HELI 

TIME LORD 

TO THE EARTH 

TOP GUN 

TOWN ANO COUNTRY SURF DESIGN 
TRACK ANO FIELD 11 
TRICK SHOOTING 
ULTIMA 

VEGAS DREAM 
VINDICATORS 

VOLLEY BALL 


tive game manufacturers. 


is 


of 


WHEEL OF FORTUNE 

WREEL OF FORTUNE Jr. 
WHO FRAMED ROGER RABBIT? 
WILD BOYS 

WILD GUNMAN 

WILLOW 

WIZARDS & WARRIORS 
WORLD CLASS TRACK MEET 
WORLD GAMES 

WORLD RUNNER (3D) 
WRESTLEMANIA, 

XENOPHOBE. 

XEVIOUS 

XYBOTS 


* GAMEBOY * 


GAME CARTRIDGES 


ALLEYWAY 
BASEBALL 

SUPER MARIO 
Tennis 

MANIACS MOTOCROSS 


ACCSSSORIES 


BANDAI SUPER CONTROLLER 

BANOAL MEGA CONROLLER 

BEESHU JAZZ STICK 

BEESHU ULTIMATE SUPERSTICK 

BEESNU WIRELESS ULTIMATE 
SUPERSTICK 


ACCLAIM WIRELESS REMOTE CONTROL 


BEEAHU ZINGER CONTROLLER 
BEESHU ZIPPER CONTROLLER 
BEESHU ZOOMER STEERING WHEEL 
CAMERICA FREEDOM PAD 
CAMERICA FREEDOM STICK 
CAMERICA GIFT PAX 

(2 FREEDOM STICKS) 

CAMERICA SUPERSONIC JOYSTICK 
CAMERICA VIDEO BLASTER 

DOC'S FIX A GAME 


5.99 
46.99 
23.99 
36.99 


85.99 
49.99 
12.99 
13,99 
44.95 
34,99 
62.99 


119,99 

54,99 

25.99 
8.99 


(CLEANS ALL YOUR VIDED GAME CARTRIDGES) 


HYPERSTICK 
NES ADVANTAGE 
VIDEO SHOOTER CORDLESS ZAPPER 


HARTZELL NINTENDO GAME HOLDER 
NINTENDO LOGO PATCH 


SUNCOM TRANSPORTER (IOLDS 4 GAMES) 
SUNCOM DOCKING BAY STORAGE CASE 


(WOLDS 20 GAMES) 


CURTIS GAME CADDY (HOLDS 10 GAMES) 


CURTIS SUPER EXTENDO CABLES 

NINTENDO T-SHIRTS (ASSORTED) 
ONT DRENS: 
ADULTS 

HATS-NINTENDO & MIKE TYSONS 


PUNCH OUT! SUPER MARIO & ZELDA 


NINTENDO PINS~ 
(ASSORTED CHARACTERS & DESIGNS) 
NINTENDO KEY CHAINS 

MARIO BROS. SLEEPING BAG 
NINTENDOS LUNCH BOX & THERMOS 


Jemark of Nintendo of America, 


a of Ai 


ademark of Aten Corporation, 
rg are (ne trademarks of the respec: 


36.99 
44.99 
29.99 


23.99 
3.99 
5.99 


22.99 
4.99 
9.99 


6.99 
7.99 


j 


ant 
$44.99 


Pia? 4; 
MONSTER P 
NET-MON 


STREET CO 
NET-ST R 


SHOOTING RANGE 
$39 99 


NET-SHO 


P ccinaisii| a 
The TENGEN” i} el 
ROLLING THUNDER S| ViWpICATORS 
4.99 NET-SUPR NET-VIND $44.99 
Sy 


NET-ROL 


GAUNTLET 


: 
PAC-MAN RBI BASEBALL 
NET-PAC $34.99 ap NET-RBI wh NET-GAU $24.99 
NE ORDERS CALL (3 a) es 
319 OLD MILFORD MILL ROAD/ BALTIMORE, MD 21208 SEE ORDER FORM ON PAGE 127 


FOR MO 
RE EXCITING FUN SEE NEXT. PAGE! 


ULTIMA HYDLIDE CASTLEQUEST 


UT TOGETHER A SWAT TEAM OF © ASSUME THER IDENTITIES, 


DR. CHAOS 
‘A HAUNTED HOUSE WITH BLOOD 
THE EAPONS AND MAGIC — CONQIEE Texans TURN PRINCESS SAN INTO 3 FAIRIES & LET LOOSE A HORDE 


EVIL BORALIS HAS KILLED THE YING AND CAST A MAGIC SPELL TO ALONG TIME AGO, THERE LIVED A LOVELY PRINCESS, ARGARIT 
A FIENDISH LORD, RULER OF THE GROKEN CASTLE VOWED TO MA 
HS GHOU 


MONSTERS... MYSTERIOUS ROO! STRENGTH 
HIDDEN WEAPONS. OF SEC SRE NAS WREAKED HAVOC IN BRITIANSS THROUGH HOSTILE (OF MONSTERS TO DESTROY THE KINGDOM. AS THE YOUNG ARS QUEEN — He SENT HS GH just SLAVES 
Wee TS, NOUNTANS & DANGEROUS OCEANS, YOUR TEAM MUST NIGHT, JOA, YOU SEARCH Y AROUGH THE LABYRINTH TO FIND Hs SHE WAS INPRISONED IN ONE OF THE HU 
TENCE RAFAEL HAS VOWED TO SAVE ER! TRAVEL THROUGH 1 


DANGERS STAND I 
JOY MONSTERS, ATTAIN GOLD, AND EXPLORE DUNGEONS 10 TH ¢ 
PPED BY THE iE MISSING JEWELS, THE KING'S SWORD & SHIELD & THE PRINCE RAY ONE PATH NCES 


HIS BROTHER, DR. “TRAPPED BY THE WEIRD i , 

4 iE HIDING PLACE OF ‘EXODUS. 3 INDIVIDUAL GAMES 
RESULTS OF A SCIENTI SPECIAL CHARMS TO DESTROY THE (MONSTERS! ae 
NET-DR $44.99 DN BE PLAYED SIMULTANEOUSLY WITH SBA SCORED SEPARATE. NET-HYD $48.99 NeT-cAS $39: 


& TRADEWEST 


G TRADEWEST 


i STORY OF BLY AND JIMMY LEE, BILLY'S Gi 
me 


YOU IN THE MIDDLE OF THE GAME! SEE IDNAPPED, THE SEARCH FOR [AARION 1S THE CHALLENGE. 
QUARTERBACK DOES, FROM THE LINE OF SCRIMMAGE. CALLTHE FIGHTING THE ‘SAVAGE STREET GANGS, USING WHAT 

PLAYS, THROW THE PASSES, RUN THE BALL AND MANE THE (WEAPONS COME IN HAND, THR ‘THE SLUMS, FACTORIES 
\NSWER. TACKLES. EXCITEMENT OF THE REAL GAME WITHOUT HAVING ‘AND WOODED OUTSKIRTS OF THE (CITY TO REACH HER HIDEOUT 
GIVES YOU PERSONAL LUCK! + 300 LB. DEFENSIVE TACKLE IN YOUR FACE, CONFRONTATION WITH THE ‘SHADOW BOSS! 
NET-TABOO $34.99 NET-JOH $44.99 19.99 


TECMO BOWL HUDSON SOFT CONTROLLER 
ORGANIZE YOUR OWN ROSTER AND WRITE YOUR OWN MANAGE YOUR TEAM Taye TE fe STEREO EARPHONES 
aay HATAYOUR ROR Fg AGARST TN tis ee i‘ RAED Oh. SHR SWORD, x ADAPTABLE TO YOUR STEREO SYSTEM 
COMPUTER OR ANOTH! LAYER. TAKE TOTAL CONTROL , 
EVERY PASS, BLOCK, RUN AND TACKLE cr GAME! DIVING CATCH 3 VOLUME CONTROL 
YOUR cea it TEAM. OU (CK GREATS UKE org aetna 3c SHIFTING SOUND EFFECT 
, m1, ELWAY 8 MCMAHON. RUN WITH SERS. SUBSTITUTE “ 
ry & WALKER & CONTROL YOUR Of Ni USE THE DH, THE GAME OF BIG LEAGUE SKILL & IG-ZAGS, WUNGES, xs PO ER OSE, 


NET-NIN $4929 NET-CON-SSS. $34.99 


75s UNSEAT SOT 


S CALL (301) 484-9654 coo) a 


GAMEMANIA/ 4319 OLD MILFORD MILL ROAD/BALTIMO! 


)EFENSE 
SINGLETARY & TAYLOR. THE GAME OF GUTS & GLORY! 
NET-TEC-BOW $44.99 


Make checks and money orders payable to: 


ORDER FORM CANGALANA 
AYRE 4319 OLD MILFORD MILL ROAD 
‘eas FOR BALTIMORE, MD 21208 
UNS 2 se! Ne TAST NAME FIRST NAME mI 
S. Brot ADDRESS APT # 
rewne PLEASE USE STREET ADDRESS 
city STATE 
ZIP DAYTIME PHONE ( ) 
AREA CODE 
QV. ITEM CODE DESCRIPTION. PRICE EA. TOTAL 


NEW FULL COLOR CATALOG FREE! 


SHIPPING /HANDLING, INSURANCE & GUARANTEED DELIVERY CHART 


$00.00 Up to $2400 
$24.01 Up to $39.99 
$40.00 Up to $49.99 
$50.00 Up to $7499... 
$75.0 oF more . 


O check 


D MasterCard (16 digits) Expiration Date ‘SHIPPING /HANOLING 


Outside Continental U.S. indude oppropriote | SUB TOTAL 

‘shipping & handling plus $7.50 

‘Overseas orders indude oppropriote MO RESIDENTS 

shipping handling plus $25.00 ‘ADD 5% SALES 
ax 


1 Money Order VISA (13 0 16 digits) er 
YOUR CARD NUMBER mon ol Dea 
[as imeal TOTAL 
(Howe you filed ot your cred cord no. completely?) US Delors Oaly 
(Gomry No 00/5) 


oe fl pice sec Thank you for ordering from GAMEMANIA. Prices are subject to change without notice. 
UTINNE RON OF aws 1h x00" ‘EM Quantities are limited. All merchandise is shipped out of our warehouse within 48 hours. Please 

WE EAE NBNES AE SKILL allow 2 to 4 weeks for delivery. All merchandise is shipped U.P.S. ground. Next day and second day 
1 COP nut air delivery are available, please call for air shipping charges. 


Turn Your Used Video 
Game Cartridges 
Cash! 


e We pay the highest prices for your used 
video game cartridges: Nintendo, Sega, 
Genisis, Turbo Grafx-16 and Game 
Boy. 

We sell used video game cartridges. 
We also sell the hottest new video 
game cartridges. 


e Largest used video game dealer in the 
world. 


«Join our game club! 


«Send self addressed stamped envelope 
for current titles and prices. 


GENISIS is a registered trademark of Sega. an D INC. any 


coe GRAF*X is a registered trademark of 97 Sherwood Ave., Dept GP 40 
Farmingdale, New York 11735 


Place your 
Holiday order early! 


SEGA is a registered trademark of Sega 
Enterprises, Inc. 


NINTENDO is a registered trademark of 
Nintendo of America, Inc. 


GAME BOY is a registered trademark of Nintendo. 


Licensed by Nintendo 
jay'on the 


a i KNIGHT RIDER 


MISSION: Retrieve top secret 
weaponry stolen by 
terrorists. 


‘ VEHICLE: KITT, the 
Ma Knight 2000 supercar. 
¢ —y _ WEAPONS: High-impact missiles, 
2 a4 


Machine guns, Reflex 
lasers. 


SPECIAL FEATURES: 
y Continue mode, Protective 
shields, Turbo boosters. 


KNIGHT RIDER 


Drive the Car from the Hit TV Series 


The Ultimate 
Driving Game! 
8 
x zag ™ 


1 Aare PRIS owe 
MISSION: Rescue American 


prisoners. 

VEHICLE: Airwolf, —— 
the Mach 1 jetcopter. | 
WEAPONS: 33 mm 


Machine guns and Copper- 

e head missiles. 
SPECIAL FEATURES: 
Fully functional cockpit, 
On board computer. 


tudios. inc. Nintendo* and Nintendo Entertainment System* are trademarks of Nintengo of America 


MS 
Saf 
= a 


ABC's Monday Night Football 
e 

Like You've Never Seen ~ 

Before! == 

Powerhouse shotguns. Unexpected 

fumbles, on-side kicks, awesome 

blitzes and some of the most 


incredible touchdown runs you'll 
ever make. 


YOU set the formations and YOU 
call the plays. Select from over 40 
preset playscreens or, create your 
own plays. And, the digitized sound 
technology givesyou Frank Gifford’s 
actual voice announcing your most 
awesome moves. 


But, whatever you do — don’t be left 
on the bench when ABC’s 

Monday Night Football 

kicks off. 


ja 


© 1989 Data East USA, Inc. ABG's Monday Night! 
Data East USA, Inc. IBM is aregistered tradei 
Business Machines, Inc. Sonyiga regi 

Media. Sportsware is a registered trademark 


Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


> 
No profit is made from these scans, nor do we offer 
available from the publishers themselves. — 

{f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


